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YOUR ADDICTION JUST BECAME 3 TIMES WORSE. 


THE TETRIG PEOPLE Reeser - 


Introducing Tetris® Classic. 
Great new VGA graphics. 
Great new features. 
Great music and sound. 
It’s everything Tetris is—and 
more! A slew of new challenging 
options, including head-to-head 
play, competitive or cooperative 
modes and a frenzied dual-pit play 
field. VGA graphics give the game 
a hot new look. 
And the music 
and sound effects 
are worthy of a 
5-star Hollywood 
production. It 
isn’t easy to 
improve a classic. 
But we just did. 
Tetris Classic available for IBM DOS and Windows. 


Super Tetris.” 

The super sequel to best-selling 
Tetris. Super challenging. Super 
addictive. Because it comes with a 
blockbusting twist-bomb pieces 
that help you blast your way down 
to the bottom of the pit and discover 
treasures. Super Tetris. Just when 
you thought you’d broken the habit. 
Available for IBM DOS, Windows and Mac/Macll. 


THE 


TETRIS* 
A Division of Sphere, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 


For technical questions call: 


Wordtris.” 


If you thought Tetris was fun, look 
what we did to Wordtris. This time 
the falling pieces are letter blocks. 
Instead of forming lines, you form 
words. The challenge builds as the 
levels go higher and the blocks fall 
faster and faster. It’s Tetris made letter 
perfect. You have our word on it. 


Available for IBM and Mac/Macll. 


PEOPLE 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 


(Orders Only) 
(M-F: 9am—5pm PST) 


Super Tetris, Tetris Classic and Wordtris are trademarks and Tetris is a registered trademark of V/O 


Electronorgtechnica. Spectrum HoloByte is a registered trademark of Sphere, Inc. 
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(Faro 8 thee, since the times when it all began...” 


gator Ten years ago, Wizardry set the standards in 


FRP. Now, after two million copies have been sold 
and 25 international awards have been won, 
Bane of the Cosmic Forge raises and redefines 
those standards. This new Wizardry, the truest 
simulation ever of Fantasy Role Playing, will 
push your computer, your mind and your sense 
of adventure to their very limits. 


True FRP Simulation! 


Like a true game master, Bane of the Cosmic 
Forge rolls the dice, consults its charts and 
applies the rules. From the 400 items of armor 
and weaponry researched for authenticity - 
right down to their weights - to the realistic 
combat structure - incorporating Primary and 
Secondary attack - everything, absolutely 
everything, is calculated. 


Full-Color, Animated Graphics! 
You'll see swords swinging before your 
eyes; creatures of all shapes and forms will 
move before you; spells coming from your 
magician will swirl through the air. You'll 
walk under gargoyle-laden arches and 
watch candles flicker in their sconces. 
Your PC's internal speaker will play 
all of these digitized sounds without any add-on 
hardware. . . swords swinging, monsters venting 
their anger and spells letting fly. 


Uncompromising Variety! 


¢ 11 Races 
See nea = ee ¢ 14 Professions with Ranks 
) ¢ Dozens of Weaponry, Physical and 
: Academia skills 
¢ Multiple Fighting and Parry Modes 
SOFFER KEY 3/\e" ¢ Ranged, Primary and Secondary Weapons 
¢ Six spellbooks, 462 spell combinations 


¢ Multiple Armor Classes 


Artificial Intelligence! 

Find the ancient and cryptic dwellers who can aid 
you in your quest. Talk to them as you would your 
friends - in sentences. Only through the power of the 
latest in programming technology could the full 
dimensions of conversation this real be possible. 
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L> INITIALIZE 


TIME TRAVELLING, PART 2 


| once again found myself staring at a blank computer screen several 
days before deadline wondering what topic | could expound upon this 
time, when it occurred to me that with all of the talking | did last month 
about how strange the nature of time is in this business of editing, | for- 
got one of the most important time considerations of that issue. Last 
issue marked the first of our second year in print. As of that issue, we 
had made it through our first year on the newsstand and we are into our 
second. 

So, happy anniversary to CGR one month late. | guess I'll have to send 
myself one of those belated birthday cards. However, on the upside, this 
issue does mark a couple of anniversaries of sorts. The September CGR 
now in your hands marks my sixth issue, one half-year, as editor. It is 
also the sixth month birthday of our CD-ROM Entertainment label. 

Thinking of these two half-birthdays and the belated one year anniver- 
sary has led me to consider just how far CGR has come since our first 
issue last year. Sometimes, looking back at that first issue seems like an 
awfully long time ago, while other times, it seems like a few hours ago. A 
lot has changed here and a lot has changed in the computer gaming 
industry as well. | can still remember the first spread | did for CGR 
(Robosport by Maxis, if you are curious) even though I'm not exactly sure 
what I've said in some of the editorials I've recently written (not this one, 
of course). Which leads me to even further thinking about just how sappy 
and maudlin I'm being right now. I'll try to stop that trend in the next few 
paragraphs. 

Not that this will be very easy. It would be easy to go on in that vein, 
telling you how much we appreciate all the letters and comments we 
have received over the past few months (which we do) or how we really 
try to make this magazine the best possible for you, the reader, to use as 
a guide to great new software (which is also true). But, | don't want to do 
that in this space, because I've said things like that before and I'm sure 
lll say things like that again. Instead, I'd like to take a few lines to tell you 
where we are headed. 

What does the next year (or eleven months if you count this issue) hold 
for CGR readers? Naturally, the best and most hard-hitting, up-to-the- 
minute news on computer gaming available. Also ahead are lots more 
reviews, previews and strategies for the greatest software around. | 
would be remiss if | didn't mention that we will continue to cover educa- 
tional games as well as CD-ROM titles. In other words, expect exactly 
what you've been getting from CGR over the past year (and a month) 
and more, more, more! We think we're getting better all the time and 
every issue brings us closer and closer to where we want to be. We 
aren't satisfied yet, either with where we are or where the software indus- 
try is. Don't you be satisfied either. Keep wanting more and keep expect- 
ing more. We'll be there with the information to keep you going. 

Well, that's enough for this month. So stop reading my semi-coherent 
wanderings and start reading about the latest news in the most exciting 
world around: the world of computer games! 


STEVE HONEYWELL 
Editor 


“We choose to go to the moon...” 
—John E Kennedy 


Three... two... 
one... LIFT-OFF! 
The roar of the giant 


BUZZ ions 


1 , Saturn V engines 
becomes deafening as 
e gleaming rocket 


AULS-SOVIET SPAG RAE SIMULATION clears the launch 
tower. Within minutes it has enough velocity 
to reach orbit. America’s space program is 
heading to the moon! But for two years the 
Russians have been working on a larger, more 
powerful rocket. Could they be secretly 
planning a mission this year to land men on the 
moon? Will they get there first? 

Bury Aldrin’s Race Into Space™, is a 
computer simulation of man’s greatest 
adventure, the race to the moon. It recreates 
all the excitement of every space mission using 
digitized footage from lift-offs, space walks, 
lunar landings and splashdowns. 

As Space Director, you have at your 
disposal the entire space inventories of both 
the U.S.A. and U.S.S.R., and can plan and 
direct every conceivable space mission: 
sub-orbitals; orbital manned and unmanned; 
planetary and lunar flybys; lem tests; lunar 
passes; lunar orbits; lunar landings; and even 
emergency space rescues! 

You get to recruit and train over 140 
astronauts and cosmonauts and determine 
which ones have the “right stuff’. You deter- 
mine which space hardware to research and 
develop and then you actually schedule and 
launch individual space missions. 


MS-DOS Screens Pictured. 


Buzz Aldrin’s Race Into Space™ offers 
twenty different approaches to the moon. Do 
you follow history or do you cut your own path 
to glory? Will the United States land on the 
moon first? Or will the Russians continue to 
dominate space and plant the red flag on lunar 
soil first? 


Do You Have The Right Stuff? 


Buzz Aldrin’s Race Into Space™ includes: 
Ability to select from over 30 types of space 
hardware and over 300 space missions 

Over 1000 historical photos and digitized 
animations 

Twenty varied approaches to land on the moon 
Play the U.S. or Soviets with a human or 
computer opponent 

Rescue stranded astronauts 

Nine levels of difficulty 

Complete astronaut history 

Full musical score and sound effects 
Excellent replayability and educational value 


To Order Buzz Aldrin’s Race a _ 
call 1-800-969-GAME, or see your local 


retailer. Coming soon / f 


on MS-DOS and 
Interplay Productions 


the Amiga. 

3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 
© 1992 Strategic Visions, Inc. All rights reserved. Buzz Aldrin’s Race 


Into Space™ is a trademark of Interplay Productions, Inc. MS-DOS and 
Amiga are trademarks of their respective corporations. 
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Created by Fritz Bronner. 
Programmed by 
Michael K. McCarty. 


Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


We'll choose one writer each month who will receive a FREE one year 
subscription to CGR! Please include your name and address with your 
letters. So hey - start writing! 


The 5 Step Pian... 
Dear Editors, 

| would like to thank you for your 
great magazine, which | consider to 
be the best in the computer game 
field. Your game reviews may not be 
the most comprehensive, but | al- 
ways get a sense of being spoken to 
directly, as opposed to that certain 
other magazine which feels that 
game reviews have to be major 
pieces of literary writing, even if they 
come across sounding distant, aloof 
and somewhat inconclusive in their 
recommendation about the game in 
question. | would like, however, to 
make several suggestions to im- 
prove the quality of your magazine. 
1. Please allow readers to rate the 
games that they have played by re- 
turning a postcard. One would get a 
better sense of what is going on in 
the marketplace and what the rest of 
the readers prefer to play. 
2. Please continue to report on the 
state of the computer game software 
industry and game development as 
you have done in the past. 
3. Please discontinue using interest 
graphs, as | find them to be com- 
pletely useless. 
4. Please be consistent! If you insist 
on giving games numerical scores, 
then please arrive at some sort of 
standard for the purpose of refer- 
ence. (Mr. Poyker goes on to explain 
his dislike for Out of This World and 
his enjoyment of Wing Commander I! 
and Ultima VII, games which re- 
ceived lower scores. -ed) 
5. Please discontinue using an ex- 
ample review. If one cannot under- 
stand your review format, such a 


person has no place reading a com- 
puter game magazine. Instead, as 
suggested, please print the likes and 
dislikes of the reviewers. 
Henry Poyker 
Brooklyn, NY 


Okay, by the numbers... 
1. Good idea. 
2. Of course. That's our job. That's 
what we do. 
3. Debate on this topic continues. 
The life expectancy of the interest 
graphs is getting shorter and shorter. 
4. We feel we are consistent. You 
complain of the difficulty in control of 
Out of This World. Personally, | had 
no such difficulty. True, Wing Com- 
mander II and Ultima VII are much 
deeper games, but we really enjoyed 
the entire feel, style and quality of 
Out of This World and we all had a 
great time playing it. 
5. The sample review is gone, re- 
placed by an explanation of the re- 
viewing scores and the likes and dis- 
likes of the three reviewers. These 
likes and dislikes will be updated 
monthly with the games each review- 
er is spending the most time playing 
outside of the CGR offices. 


Waaay Back... 
Dear CGR, 

First of all, | really like your maga- 
zine! Second, | feel that your exam- 
ple review was quite helpful the first 
time | read your publication. Next, 
looking through your magazine, | 
couldn't find a back-order section. | 
think this is the most useful service a 
magazine can offer. Your company 
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would gain more profit and we, the 
readers, can get any issue we might 
have missed. For example, | get a 
subscription and then | let it lapse 
before | resubscribe. Well, it takes 6- 
8 weeks to get processed or whatev- 
er it is you guys do. By this time, I've 
already missed 2 copies of CGR. Do 
you get my point? By the way, what 
IS Rick's favorite movie series? Nice 
article on Ultima VIl and some good 
Strategies as well (thanks, Alex). Al- 
so, get rid of those interest graphs; 
they've never made any sense to 
me! 
Tom Hein 
Cary, IL 


Back issues can be ordered by 
writing to the same address you use 
for Postage Due letters. It's the same 
address, but don't include "Postage 
Due" on the letters requesting back 
issues. We do have some back stock 
of issues and they are available, al- 
though a few issues are totally gone 
save for a few precious archive 
copies. 

Just for the record, Rick's favorite 
movie series of all time is the Star 
Wars trilogy, with Indiana Jones 
coming in second (as he said in the 
review of Indiana Jones and the Fate 
of Atlantis). Alex says he doesn't 
necessarily have a favorite series, al- 
though he does like the Conan 
movies. Steve says the Mad Max tril- 
ogy gets a vote because of The 
Road Warrior (too bad the third 
movie was so weak), although a nod 
has to go to The Godfather movies 
as well as Indy Jones and Star Wars. 
Just thought you'd like to know. 


So Much Praise... 
Dear CGR, 

First things first--congratulations on 
the best computer game magazine | 
have ever read. | have been buying 
other magazines for some time now, 
but | have never found one as exten- 
sive in their coverage as yours. This 
is the first time | have ever written to 
any type of magazine, but this one is 
too much! | love the previews and re- 
views section of your magazine. | 
have even used your judgement on a 
new game. | recently purchased Sea 
Rogue. Excellent game! 


indicating a superior effort. 

_ ‘The bar charts at the top reflect 
| Rin ‘the three reviewers feel the 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and 
fun the game controls are to oper- 


ate. Intelligence is based on the 


ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game (including maps 
and other playing aids) as well as 
the manual. Graphics and sound 
scores show the level of the audio- 
visual qualities of the game. 

The overall score is a combination 
of the three reviewers’ scores. The 
interest graph displays how the 
game maintains interest over an 
extended period. 


THE CGR REVIEWERS... 
Alex: Alex likes conquest. Any game 
that allows him to pulverize his 
opponents into little pieces makes 
him happy. Not too pleased with 
flight sims, Alex is much more at 
home with a really long, detailed 
quest with lots of beasties and nasty 
monsters to hack apart. Sea Rogue 
and Solitaire's Journey are his cur- 
rent favorites. 


Rick: Rick is at home behind the 
controls of any flight game on the 
market. While most action games 
leave him cold and the majority of 
military simulations don't thrill him, 
Rick likes his flying and loves 
RPG's and sports simulations as 
well. With Rick, the more technical 
the sim, the better. Rick has been 
playing the new Links courses lately. 


Steve: Never a fan of games that 
are too technical or too convoluted, 
Steve is more the action type. 
Games requiring the combination of 
good reflexes and in-depth thought 
are right up his alley. Steve is also a 
fan of military and flight simulations, 
although action/adventures are his 
favorite. Wolfenstein 3D has been 
taking all his free time these days. 


cae eral ‘with scores oe ‘90 


| have just one question. Is there 

any way | can get a hold of some of 

your back issues? | am afraid | spent 

too much time with the rest instead 
of the best! 

Dennis Merson 

Baltimore, MD 


Thanks for the nice comments, 
Dennis. We appreciate them. As for 
Sea Rogue, we thought it was a very 
innovative title that had a lot going 
for it. In fact, if you take a look at 
Alex's profile below and to the left, 
you'll notice that he's been spending 
a lot of time with that game on his 
own. 

As far as the back issue issue is 
concerned, look at the response to 
the previous /etter. 


Those Darn 


Reviewers... 
Dear Editor, 

| began purchasing CGR about six 
months ago. | enjoy it and have 
begun to rely on it heavily for soft- 
ware purchases. 

Recently, you reviewed Leather 
Goddesses of Phobos Il, and all your 
reviewers rated it very highly. 
Because the original LGOP is my all- 
time favorite game and because of 
your review, | immediately went out 
and spent almost $70.00 on this 
game. | enjoyed it immensely. . .the 
graphics were above average, the 
humor was excellent and the sound 
effects were unlike anything | have 
ever heard. 

Unfortunately, | enjoyed it 
immensely for only four hours. | had 
solved it by then. The next night, | 
played as the two remaining charac- 
ters and got a further three hours of 
enjoyment from the game. In other 
words, after less than a working 
day's duration, | had loaded, played 
and removed this massive, expen- 
sive game. 

| am not a game master or genius. 
| have played probably thirty or so 
graphic and text adventures, a cou- 
ple of role-playing adventures and 
maybe a dozen arcade games. | get 
stuck my share of times just like 
everyone else. But, LGOP II was 
simply too easy and there must be 


hundreds of other game players out 
there who agree with me. | did not 
get stuck once and did not find any 
even remotely challenging puzzles in 
the game. 

| am not blaming my purchase of 
this game on your publication. | 
almost certainly would have bought it 
anyway, unless you really panned it. 
But, | do have a suggestion to make. 
For every game reviewed, you take 
up a fair amount of space with a 
graph called the "level of interest." | 
do not even bother to look at these 
graphs any more. They are all the 
same--lopsided mountains. You start 
on a game, you interest is aroused, it 
peaks and then slowly declines. This 
pattern is repeated for every game. If 
you don't believe me, just look at 
every single graph in the June issue 
(the one | happen to have before me 
right now). Instead of wasting space 
on this graph, could you possibly 
have your reviewers rate the games 
for difficulty, say on a one-to-ten 
basis? You could total the ratings 
and give your readers an average 
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which should represent the game 
fairly well. 

Incidentally, almost exactly the 
same thing happened with the game 
Out of This World. | bought this 
game exclusively due to your out- 
standing reviews, and while | thor- 
oughly enjoyed it, | was stuck only 
once, and managed, with my wife's 
help, to blast my way through that lit- 
tle problem. It was not exactly a diffi- 
cult game and a difficulty rating 
would have prepared me for what 
was to come. 

Congratulations on an excellent 
publication and thank you for your 
time. 

Christopher Laur 
Tillsonburg, Ont, Canada 


| have to disagree with one thing 
you said in your letter, Christopher. 
You say you aren't a game master, 
yet you have made it through thirty 
graphic and text adventures. This, | 
think, qualifies you as somewhat of 
an expert on graphic and text adven- 
tures. LGOP II may have been on 
the easy side for you, but you do 


ne ees sen e ep ter alse @lalseen 


EB: One of over 200 
S: illustrations in 
PORTINIUM 

Player's Guide 


$15.00 OFF 
se Start-Up Kit 
Be: valid until Aug. 16, 1992 


have to admit that many of the as- 
pects of that game were superior. 
The same thing goes for Out of This 
World in this case. Give yourself 
some credit. Stand up and be proud. 
You obviously know what you are 
doing when it comes to adventure ti- 
tles. 

A difficulty rating is not necessarily 
an easy thing to achieve. While it 
would be a nice addition to the re- 
view pages, a huge obstacle would 
arise with games that have more 
than one level of difficulty. For exam- 
ple, Wolfenstein 3D (reviewed in this 
issue) has four difficulty levels. The 
easiest will allow the average game 
player to waltz through with no prob- 
lems, while the hardest level has 
some areas that take as many as six 
attempts to get past. Where do we 
draw the line? We can try to hit the 
"average game player's" perspective, 
but that isn't very easy, because we 
don't really know how good all of you 
are at various games. We could try 
to guess at it, but that wouldn't be 
fair to anyone who used those num- 
bers as a guide. 


cedented challenge. 
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newsletter. 


Write or call for free brochure 


100% computer moderated play -by-mail game 

Average of 40 double-sided pages of quality laser graphics per turn 
Time-travel available at game start 

Over 24,000 sectors to explore in four ages 

Scientists provide research and development capabilities 

Over 300 attack and defense weapons available 

More than 160 life forms create over 4000 indigenous bands 

No wizards, magic, spells, sorcerers or demons 

No hidden costs 


PORTINIUM is also available in two smaller versions; PORTINIUM Lo-Tech and Hi- 
Tech. Small games employ only one age using 1 character, 1 city and 4 divisions. 
(Espionage units, mini-games and time-travel not available) Average of 12 double- 
sided pages of output per turn. 


Game turns: PORTINIUM; $20.00 per turn (4-week turnaround) 

Lo-Tech and Hi-Tech; $8.00 per turn (2-week and 4-week turnarounds available) 
Initial Start-up kit: $26.00. Includes: High-gloss Player's Guide, start-up packet for 
player positions, free start-up turn, plus one free turn, and subscription to game 


Those Darn 


Readers... 

Okay, folks. We really like getting 
letters from you, but you have to 
make sure you send them to the 
right address. We have had several 
instances now of letters being sent to 
our subscription office in Boulder, 
CO. This is why we include the spe- 
cific Postage Due address at the be- 
ginning of every Postage Due col- 
umn. Also, make sure you include 
your return address on both the en- 
velope and the letter itself (in case 
we lose the envelope). Please, this 
really helps us out a lot. If you send 
letters to the wrong place, we get 
them very late and can't use them in 
this column! 


The Final Word... 

This month's gratis subscription 
goes to none other than Henry Poyk- 
er of Brooklyn, NY. Congratulations, 
Henry. Thanks to all who've written. 
To those who haven't written, thanks 
for reading. To those who aren't 
reading, thanks just for being you. 


PORTINIUM— 


PORTINIUM combines historical, conventional and futuristic technologies to create an 
unparalleled fantasy world where time-travel is commonplace. To assist you in 
achieving your goals, you will begin with a character, city, espionage unit and two 
divisions in each of the four ages on the planet Glacieria. Players may compete in all 
time periods simultaneously. Technology from each age is readily available and can 
be implemented in other ages through scientific research. The struggle to become a 
dominant player and participate in the “Gathering of the Four’ creates an unpre- 
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P.O. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 


CIRCLE #136 ON READER SERVICE CARD. 


THUNDER BoarD. PC GAMES LIKE 
YOU'VE NEVER HEARD THEM BEFORE. 


Lend us your ear. And we'll stuff it with a calibre of sound 
that’s ears ahead of the competition. 

Introducing Thunder Board™ from Media Vision. 
No other sound card out there today can soar to such 
incredible heights. Or plunge to such awesome lows. 
And Thunder Board’s dynamic filtering means dynamite 
sound. Higher fidelity. Bigger ka-booms. And more 
bang for the buck. 

Our guarantee is that we put the quality where your 
ears are. And the money where our mouth is. In fact, 
we'll refund your money if you don’t agree ‘Thunder 
Board is the best sound board for your PC games. 

In addition, with Thunder Board you get three free PC 
action game samplers: Nova 9", Lemmings”, and Lexi-Cross. 
Plus, free Thunder Master™ software that lets you record and 
edit sound files with a Wave Form Editor. 


And Thunder Board is fully compatible with all 


M 


Interplay Productions 
Star Trek 


Microprose 
Gunship 2000 


the newest PC games. Plus 100% compatible with 
AdLib™ and Sound Blaster™ applications—to support 
the largest library of games possible. 


What’s more, Thunder Board has breakthrough fea 
tures to let you break all the sound barriers. Like twice 
the Digitized Audio Playback and Recording Capability 
at an explosive 22kHz-—compared to the competition’s 
puny 11kHz. 

Also, you get a squadron of powerful extras. Like a 
Joystick Port. Headphone Jack. An 11 Voice FM 
=’ Music Synthesizer that lets you score music as well as 
" score points. And a Power Amplifier with built-in Volume 


, Control, so you can have yourself a real blast-without blast- 


ing the neighbors. So take off-for a dealer near Mi And go 


TY 


from static to ecstatic. 
Because, with Thunder 
Board, hearing is believing. 


Electronics Arts 
PGA Golf Tour 


Sierra On-Line® 
Conquest of the Longbow” 


Dinduond a Sefmare 


Prince of Persia® 


For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-845-5870. 


Media Vision, 47221 Fremont Boulevard, Fremont, CA 94538. 510-7 
and Thunder Master are trademarks of Media Vision, Inc. All other trademarks are the property of their respective companies. ©1992, 


70-8600, FAX: 510-770-9592. Media Vision, Thunder Board, 


Media Vision, Inc. 
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The Dagger of Amon Ra 
by Sierra 


CGR Game Ratings 


Originality 
Playability 
Intelligence 
Manual 
Graphics 
Sound 


Overall Rating: 87° 
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Level of Interest 
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Hour Day Month Year 


Game Specs: 


Requirements: 640K, 286 or better 

Support: Mouse 

Sound Support: Ad Lib, SoundBlaster, 
Roland, Thunderboard, Pro Audio Spectrum 
Available for: PC and compatibles 
Designed by: Roberta Williams 

Distributed by: Sierra 

Retail Price: $59.99 


The Colonel's Bequest began the 
saga of Laura Bow, amateur sleuth. 
Now, The Dagger of Amon Ra con- 
tinues the story. Roberta Williams 
and Sierra have teamed up once 
again to bring you this second 
installment of the exploits of the 
perky, but somewhat naive Ms. Bow. 


Laura's welcome to New York 
consists of getting mugged and 
having her suitcase stolen. 


A interesting cast of unique and 
somewhat eccentric characters 
will help Laura get her story. 


In this adventure, Laura is just 
Starting a new job as a cub reporter 
for a New York newspaper. Her wel- 
come to the Big Apple is not the 
most friendly, but things are soon 
looking up when she is given a 
major mystery to investigate as her 
first story. The newly discovered 
Egyptian artifact, the Dagger of 
Amon Ra, has been stolen from the 
museum and there are no ideas as 
to how it was accomplished or who 
did it. All in all it should have been a 
relatively simple assignment. 

That night at the museum party, 
events took a nasty turn: people 
started dying! Now Laura is trapped 
in a museum with more than a half 
dozen other potential victims and a 
murderer. Can she discover the 
clues which will lead her to the miss- 
ing dagger? Can she find out who is 
behind the gruesome murders 
before she becomes a victim her- 
self? Can she get back to the office 


Ry at Me 
Hie 


hazards, puzzles and obstacles 


in time to finish the story before her 
deadline? It is all up to you as you 
use your wits and power of observa- 
tion to aid her in her investigation. 
The Dagger of Amon Ra continues 
the Sierra tradition of producing 
quality graphic adventures for the 
consumer. It is a mystery style game 
based in the 1920's complete with 
graphics and sound depicting the 
characteristics of that era. Using the 
mouse based point-and-click inter- 
face, you guide Laura through the 


"a" 2 


The party at the museum starts out 
pleasant enough. Too bad it does 
not stay that way! 


which bar her from finding the clues 
needed to solve the mystery of the 
theft and murders. The game 
includes a stereo soundtrack and 
hand painted, digitized artwork. 
There is a multi-layered storyline 
which allows for several different 
endings to the game and many of 
the puzzles can be solved in more 


than one way. More than a dozen 


Por eRe 
sere Mae ire 
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The Dagger of Amon Ra contains a large cast of potential suspects, but 
they begin to die mysteriously. Can you put together the clues to guess 
who the is the guilty party before everyone else is gone? 
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Before long, the suspects begin 


dropping like flies. Each death is 


progressively more bizarre! 
unique individuals are provided in 
the game for you to interact with. 
The echoing, death-stalked hall- 
ways and dark, hidden passages of 
the Leyendecker Museum await you. 
The ancient, priceless Dagger of 
Amon Ra longs to be found and 


_ restored to its rightful place. Be very 
_ Careful in your search for evidence, 


The museum is full of hidden pas- 
sages and pitfalls for those who 
do not use caution. 


because a cold and ruthless killer 


could be around any corner and > 


there is danger everywhere for the 
unwary. : 
The conclusion of the story is up to 


~ you! Will Laura discover the criminal 


and get her story or just become the 
next victim of the Dagger of Amon 


Ra? 


_ Eventually, the murderer will get 
fed up with your meddling and © 


decide to come after you! 


| 
i 


The Dagger of Amon Ra contin- 
ues the game style that Sierra is 
well known for and does so well. It 
also contains the graphics and 
gameplay that are so familiar to 
those who have played Sierra 
games in the past. The music pro- 
grammed into the game 
you feel like you are in th 
(the era in which the stor 
place). The storyline an 
game atmosphere creates 
of an Agatha Christie movie. The 
game is challenging, and there are 
plenty of opportunities to wander 
around and try different things until 
you accomplish your tasks. It 
becomes more difficult when the 
murderer IS chasing Aled put oe 


The Dagger of Amon Ra is Mule 
an impressive piece of work. 
Although it is the same type of 
quest game that Sierra is famous 
for, you get a complete new style 
and feel for the game. Our female 
readers will note that you play as a 
female character, which i 
change. As usual with an 
product, the sound is unqu 
ably superior to most gam 
type. You get the feeling 
are a part of the game and not just 
looking into a computer monitor. | 
especially liked the music when 
you are being chased by the killer! 
Also, do not worry about the 
graphic quality. The 256 color VGA 
i ota soaks enhance this ere 


1920's, but | think Sierra and The 
Dagger of Amon Ra do a nice job 
of establishing the atmosphere of 
the city. Additionally, this game 
has just the right amount of puz- 
zles and gruesome murders and a 
perfect blend of humor th 
for good measure. Som 
humor really has to be loo 
but my favorite comme 
when | asked Lo Fat abo 
the police informant. My only real 
complaint about Dagger of Amon 
Ra is that you can't speed up or 
skip past the taxi rides. The first 
time you get in the cab, it's fun and 
it is not a problem to wait through 
the WHOIE: poquctiey: neneyel; Ghd 


for é a ee 


yo Sierra! 


| was never in Naw York i in ET 


Still, us S sis a 


Sierra helpline is there if you et 
stuck. My one major problem with 
the game is the fact that at one 
point of the game, you find out that 
you cannot get any further without 
a certain item. As it turns out, this 
item only appears at one particular 
nd at a specific time, and if 
iss it you cannot finish the 
. Also, if you should just hap- 
to visit another room before 
one where the item is located, 
the Act will come to a close and 
you will be out of luck. Other than 
this detail, | found this game to be 
very enjoyable and | did not have 
any problem whatsoever of taking 
on the role of a female character 


, 


| adel | was s ekeptical about the 
way you would be able to ask 
questions, but Sierra found a great 
and easy solution to this problem 
You have a notebook filled with 
information that you dig up, and 
you can choose any information 
or may not be pertinent to 
. The fact that you can ask 
important facts says a lot. 
ckgrounds have improved 
game, with moving cars, 
people, horns and sirens. The only 
thing | did not like about the game 
was the annoying cab rides in the 
beginning. However, anyone who 
likes a good mystery will like The 
Dagger of Amon Ra. Hats off to 


ride, | really wanted to skip past it. 
| did like the added animation of 
people walking down the streets. 
One of the more impressive fea- 
tures of this game is the excellent 
introduction sequence which sets 
the story and Laura Bow in 
nderful cinematic fashion. 
music is well done, adds 
the setting and helps 
e atmosphere of the game 
feel truly authentic. Another plus 
for this title is the very refreshing 
change of pace in being able to 
play a female character. However, 
as with all mystery games, | ques- 
tion the replay value of this title. 
-Steve 


the t TR | reached the mR cab eh 


While | never really thought about 
it before, my stint as a contribut- 
ing editor here at CGR has made 
me realize that | enjoy these kind 
of games as much as | do RPGs. 
| have never played Mahjong 
before, gt item emiberamatching 
my parents asa Kidt AS at turns 
out, it ISW@VeRr more Tire to play 
than t@ Watensy ae features like 
. 7 7 o : =» (the antmatéea sequences and the 
The tutorial teaches you the basics | Voice for each of the Opponents 
of the game. Follow the advice of | are nice additions which do not 
your wise "Sparrow Friend." slow down the game. The game 


ies “eee Bead Wee aS 


by Electronic Arts —ae TGR 


CGR Game Ratings 


eS : ey ee: is not really that difficult to learn, 
= Pe Se 4 and the included tutorial makes it 
5S  & £ even easier. | found myself 
Overall Rating: becoming very enraptured by this 


game. -Alex 


Until a couple of days ago, | have 
never even heard of Mahjong. 
While the graphics are impres- 
sive and the sound is good 
(including real digitized voices), 
| 5 = : S this game would be something | 
Pick three from a selection of twelve | Would Qmly play on affainy day at 
opponents. Each person has their | best. NG \baekKgrouinas are nice, 
own playing style and skill level. and all OF the. rufessapply. One 
. 2 thing that tS Wery GO0d Abeut this 

game '§ the tutorials THIS IS an in- 
depth guide to Mahjong. The 
computer will play along with you 
and show you how to play the 
game. | do have to disagree with 
Alex when he says it is easy to 
learn. All in all, if you like this type 
of game, you will like this one as 
well. -Rick 


Level of Interest 


Hour Day Month Year 


Game Specs: 


Requirements: 640K, VGA, Hard Drive 
Support: Keyboard, Mouse 

Sound Support: Ad Lib, Roland, Sound- 
Blaster, Media Vision 

Available for: PC and compatibles 
Designed by: Nine Dragons Software 
Distributed by: Electronic Arts 

Retail Price: $ 49.95 


Once upon a time, this game could 
only be found in China. Its popularity 
quickly spread to other countries and 
nowadays it can be found in many 
places throughout the world. This 
ancient game of the Orient has been 


transferred on to disks and put onthe ~ <caperas o admit to being a big Manjong 
shelves by EA. Similar in play to more Plot your strategies carefully. A care- |fan, so it's only natural that | 


commonly played card games (at /essly thrown tile can make the dif- |would like this game. | was 
least in the western world) Mahjong ference between winning and losing. | unsure when | booted it up, 
because | didn't know how much 
would be done with the concept. 
HKMJ includes a very helpful 
tutorial tat tathy @xplains the 
game an@a@ wei written manual 
to refer tom temes of Crisis. The 
number of Opponents is very 
good and tieverificultyvevels are 
excellent. Even the music, the 
scenery and the tiles are well 


uses a number of decorated tiles 
instead of cards as the main game __ pases 
Auntie Loo 
piece. You choose three opponents fF 
out of a cast of twelve and each has 
their own personality, animated por- ns 
trait, voice and playing style. An | 
involved tutorial taught by the "Spirit of 
Mahjong," the sparrow, helps to teach ssi 
the basics and nuances of the game 
to those who have never played. The 
computer will keep track of the record done. The added kicker to HKMJ 


of each of the computer players and : ; | is that it has a voice for every 
yourself. It also remembers which The computer keeps track of who is a_| Player. This 's excellent stuff. It 


opponents you have chosen to play Stud and who is a dud on the Grand | 'sn't flashy, but it's entertaining 
until you change them. Mahjong circuit. and great fun! -Steve 


Leslie | --- 
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The gamble is the same for every Gateway prospector. You strap 
yourself into an alien starship whose destination was programmed 
500,000 years ago by a race called the Heechee. You gnay return 
with a motherlode of technology that will make you rich. More like- 
ly, you will die. 

But when scientists discover the terrible secret behind the van- 
ished Heechee civilization, you enter a desperate battle against an 
ancient race*so ruthless and deadly that they are known simply as_ . 
The Assassins. 

Featuring VGA graphics and stunning cinematic effects, Gateway, 


is a new chapter in Frederik Pohl’s Hugo and Nebula award-win- 


& 
e- 


2 


ning Heechee saga. 


ENTERTAINMENT COMPANY 


= INLEGEND’ 
: 14200 Park Meadow Drive Chantilly, VA 22021 


Distributed by Accolade, Inc. 
To order, visit your local retailer or call 1-800-245-7744 


© 1992 Legend Entertainment Company. ALL 
RIGHTS RESERVED. Actual VGA graphics shown. 
Available for MS-DOS and compatibles 


On Target 


by Villa Crespo 


In On Target, you have to find the 
range of your opponent and blast 
him into dust particles. 


CGR Game Ratings 


Ref Be 
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Overall Rating: 


Level of Interest 


er each roun e€ computer 
Game Specs: p 


shows you the current score. More 
Requirements: 256K,EGA or VGA : ’ ; ; , ! 
Supper: Kevboard, Mouse than five victories will clinch the win. 


Sound Support: None 

Available for: PC and compatibles 
Designed by: Rad Delaroderie 
Distributed by: Villa Crespo 

Retail Price: $12.95 


Welcome to the Coffee Break Series 
by Villa Crespo Software. This is a 
group of relatively simplistic but enjoy- 
able games which Villa Crespo is 
offering for very reasonable prices. On 
Target, which is fourth in the Coffee 
Break series, lives up toitsnane. CO oO | 
will also be featuring three other With every shot, the computer oppo- 
games from this series in the Best of [ent will get closer to your cannon. 
the Rest column in this issue.) On Tar- YOU have to beat him to the punch. 
get is a game in which you pit your 
Skill at calculating distance against a 
human or computer opponent. Two 
cannons face off on a lonely, moonlit 
battlefield lobbing shells at each other. 
You have to decide the angle and 
power of your shot and just hope that 
you come close. The terrain and your 
position will play an important role in 
your calculations and both change 
each round. Whoever comes out on 
top after ten rounds is declared the CE ee OM ee ee ce pene 
winner and gets to see how he ranks /f you find the proper angle and 
overall against other players. There is Speed, you will succeed in demolish- 
no room for mercy in On Target! ing your worthy adversary. 
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Right away, it has to be men- 
tioned that while playing this 
game, you will not be astounded 
by the graphics. Nor will the 
sound make you want to run out 
and buy the soundtrack on CD. 
Howe vemuitsyousteeinas | do) that 
these*trhtngs are not absolutely 
necessam im a game, then you 
might like! When first played 
On Target)! foum@yit to be very 
entertaining. You can get into the 
game immediately without having 
to spend time figuring out how to 
play. It is fun to do well and watch 
yourself rise up in the rankings 
above your friends (or watch 
them do poorly and drop a couple 
of ranks). -Alex 


Most people today say that a 
game has to have excellent 
graphics and sound to be a game 
worth buying. Well, in this case | 
think they are wrong. On Target 
is a challenging, fun game that 
will ho@KayVGuiitae mGment you 
Start to play. While’ thé Graphics 
are okay at Destandmhe Sound is 
a couple Of $tandara Beeps that 
anyone Gan programtn BASIC, 
for twelve dollars as a suggested 
retail price (and probably ten dol- 
lars at a discount software store) 
you can't beat it! | would put this 
at the top of my list for a rainy 
day game. It is up to you to set 
the angle and speed of your shell 
to destroy your opponent! -Rick 


On Target is not a flashy game in 
any respect. The graphics are a 
throwback to the Atari 2600 and 
the sounds are equally unimpres- 
sive. In spite of this, On Target is 
highly entertaining. The game 
play is really non-existent, being 
little mov@ than just Manipulation 
of numbers. Sti, when your com- 
puterized @pponent misses you 
by a hair an@ you take Aim out on 
the next shOf, there is @ feal feel- 
ing of accomplishment. While 
sound and graphics are impor- 
tant, there is much more to a 
game than nice music and pretty 
pictures. Kudos to Villa Crespo 
for reminding us of this in such an 
entertaining way! -Steve 


LF WITH 


SPOILS OF WAR ::. game of discovery, colonization and 


conquest of faraway lands. The player(s) function as commanders over several 
explorers. These explorers carry out the orders of the player. Race to be the 
player who achieves power and influence over these new lands. 

Features:- 9 different start positions; load and save; 2 to 4 players (human or 
computer); 19 difficulty levels; 4 seasons; Governors, Admirals, Commanders 
and Generals to command; infantry, cavalry, artillery, engineers, naval fleets, 
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ACTION STATIONS A Naval Surface Combat Tactical Simulation is 


unique. A combat modelling system designed by an active duty naval officer to 


test computerized tactical decision support systems has been adapted into a 
commercial simulation of unparalleled accuracy and authenticity. 

CHECK OUT THE SCENARIO/UTILITY ADD ON. 

Features:- Effortless menu system; Take full command or delegate, Authentic 
Battle Plot; 21 display/status boards; smoke, star shells, flares, searchlights, 


radar, weather, burning oil slicks and much much more!!! 


Le * tk ora Be YX 5.49.95 BM, Amiga (Imb| 


wargame set in the 23rd century. Fight alone 


WORLDS AT WAR A game of planetary 


conquest for 1 or 2 players that can be played as a small 
tactical study with the flavour of a chess game, or for a 
weekend as a campaign game with vast regions of 
territory to explore! 

Features:- Configurable battle map from 10 x 10 to 50 x 
50! Bombers, missiles, scouts and much much more!!! 
$49.95 IBM, Amiga (1mb) 


ComiNG SOON ¥& xk Xk Xk Xk 


SPACE INC A simulation/RPG of interplanetary trading. Encounter 


pirates, sabotage, financial problems and much much more!!! 


$59.95 IBM, Amiga (Imb) 


FLEET COMMANDER From the designers of the award winning 
ACTION STATIONS comes a new WWI naval simulation. All of the 


historical accuracy of Action Stations with carriers and submarines. State 


or command a “Fireteam” of up to 16 units. 
Features:- 30 different combat units; 25 
weapon systems; modem play between IBM 
and Amiga. 

$49.95 IBM, Amiga (1mb) 


Aliso AvanaBLe y& ¥&e Xk kk * 


BLITZKREIG A WWII simulation of “Battle of the Bulge” with 


sophisticated Al. Based on the GDW boardgame of the same name. 
$49.95 IBM, Amiga (1mb) 


WHITE DEATH WW/! simulation of one of the battles around 


Stalingrad; detailed Al. Based on the boardgame of the same name. 
$49.95 IBM, Amiga (1mb}) 


“AUF Batecmtamand inc. of the art VGA graphics. $59.95 IBM, Mac, Amiga (1mb) 
3027, Marina Bay Drive, Suite 110, DOMINANT SPECIES ; strategy game based around the 


league City, 1 77573 - 2772 
Telephone (713) 538 3399 om . 
cae: (713) 538 2174 new species to survive and thrive. More than 30 billion species to 


develop. $49.95 IBM 


theory of evolution! For 1 to 8 players (human or computer). You create 


1991 Raw Entertainment Inc. All products and corporate identities are trademarks 
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by Apogee Software 
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CGR Game Ratings 
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Graphics 
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Memory Requirements: 640K, EGA 

Support:: Keyboard, Mouse, Joystick 

Sound Support:: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Id Software 

Distributed by: Apogee Software 

Retail Price: $50.00 (for all six episodes) 


. Computer gamers 
@p who have been 
around awhile will 
remember the classic 
game Castle Wolfen- 
~~ stein. Apogee and Id 
have taken the solid idea of escaping 
from a Nazi torture chamber and 
raised it to new heights! In Wolfen- 
stein 3D, you must complete six mis- 
sions, each with nine levels. Each of 
the levels is populated with armed 
guards, SS troopers, vicious dogs and 
more! Using your cunning, you must 
escape from the castle, defeat the evil 
Doctor Schabbs, assassinate Adolf 
Hitler and prevent the Nazis from real- 
izing their goal of chemical warfare. 
Wolfenstein 3D features excellent 
first-person graphics and smooth 
scrolling. Also featured are digitized 
sounds of the guards, who shout 
when they find you and scream when 
you gun them down. To order this 
game, call Apogee at 1-800-426-3123. 


“UUES SR HEALTH AMMO 


2 8 iW 5 


LEVEL «SCORE 


Each time you open a door, you 
must be ready for the possibility of 
Nazi guards. 
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Take out your iistrations on the SS 
guards. The first time you kill one, 
you will be able to take his gun. 
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In Operation Eisenfaust, you will 
face the hideous mutant creations of 
Doctor Schabbs. 
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The large Gatling-style gun is the 
most effective weapon. Note our 
hero's expression when he finds one! 


COMPUTER GAME REVIEW 


Wolfenstein 3D takes you back to 
the Nazi-blasting days of its pre- 
decessors. The graphics are 
incredibly smooth as you tear 
through the hallways at break- 
neck speeds. The voices of the 
GermanssWhen theyiSpei you or 
die are imitea; but a Mee itouch. 
While th@ré aretotm Gitterent 
weapons (inéluding thé Knife), as 
well aS‘@ Aimber Of Other useful 
items (food, ammo and medikits), 
| thought that there could have 
been more variety of things to 
obtain. To a lesser extent, | felt 
the same way about the enemies, 
but Apogee did provide a number 
of different opponents and cool 
bosses. -Alex 


Apogee makes a good game 
from the past a superior game for 
today. The scrolling, first-person 
perspective compares to Ultima 
Underworld, with one improve- 
ment: the scaling of the graphics. 
When you get. closeftoan, object, 
it does not get at all pixelized. 
One thingmb truly liked about this 
game is thé fact that when you 
shoot $0me@one, they actually 
bleed. While | do not condone 
violence, it is good to see a game 
company keep the realism of this 
type of game. The sound effects 
are great (a Sound Blaster Pro 
was used) and are in stereo. The 
only drawback is that it's a mail- 
order-only game. -Rick 


I'm totally amazed by this soft- 
ware. This is easily one of the 
finest action games | have ever 
played. Wonderful scrolling, nice 
graphics and great sound effects 
(especially the opening and clos- 
ing of doors) really bring this 
game toga high, level Ofaquality. 
Better than that, the gameplay is 
very eaSy, and the Keyboard 
commands.are perfect. My two 
complaintS aré the lack OF variety 
in the enemies and the fact that 
you have to shoot the dogs. 
That's kind of a bummer. Still, 
Wolfenstein 3D is worth ordering. 
If you haven't seen the first level 
on bulletin boards, give Apogee a 
call. You won't regret it! -Steve 
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Mindcraft presents: Siege. Finally, a strategic Siege gives you four castles to attack and defend. 
simulation of pulse pounding, thought provoking You can’t do it all yourself; you must depend on 
medieval style castle assault. your vassals and their troops, each with his or her 


: é own abilities and skills. 
Historical and Fantasical elements combine to 


challenge your leadership with a never-ending Attack or defend in any one-castle scenario, then 
variety of contests and dilemmas. Do your knights test your mettle in extended campaigns to prove 
sortie against the rabble outside your gates? Can your mastery of the art of Siege. Or design your 


your spies learn the enemy’s plans in the dead of own scenarios. What if Highrock Fortress were 
night, and return to tell the tale? Is your wizard held by trolls, or Usk’hem Gart by elves? More 
still strong enough to shroud the enemy camp in castles, more scenarios, and more campaigns are 
sheets of flame to halt their progress? on their way from Mindcraft. 


2291 205th Street, Suite 201, Torrance, CA 90501 
Actual screen photos from the IBM VGA version. 
CIRCLE #158 ON READER SERVICE CARD. 


Air Force Commander 


by Impressions 
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Game Specs: 


Requirements: EGA 

Support: Keyboard, Mouse 

Sound Support: Ad Lib, SoundBlaster 

Available for: PC and compatibles, Amiga 

Designed by: David Lester, Simon Bradbury, 
Chris Bamford 

Distributed by: Impressions 

Retail Price: $59.95 


In Air Force Commander, you are in 
charge of the air power of a modern 
Middle East nation. In one of 28 differ- 
ent scenarios, you must deploy your 
airplanes from your various bases to 
set up an impenetrable perimeter 
while knocking your enemy's planes 
out of the sky. Your ultimate goal is 
total air supremacy. To achieve this, 
you have a variety of different aircraft 
including attack helicopters as well as 
both offensive and defensive missiles. 
Features of the game include a num- 
ber of useful statistical maps that will 
help you keep an eye on the military 
situation. You also have charts cover- 
ing the current popularity of the war 
and how the media perceives the con- 
flict. The 28 scenarios include the Per- 
sian Gulf War, the Iran/Irag conflict 
and the Yom Kippur war. Additional 
add-on disks are being planned, with 
World War II slated next. Do you have 
what it takes to control the skies? Play 
Air Force Commander and find out! 
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Before each game, a brief overview 
of the conflict is given. This informa- 
tion can be vital to victory! 
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Take your planes out of storage and 
get them into the sky before it's too 
late! 
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Use the maps to plot your strategy. 
This map will help you launch planes 
from the correct base. 
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You must protect your air bases (like 
this one) at all costs. Losing these 
means losing your greatest weapon! 


20 COMPUTER GAME REVIEW 


At the risk of making myself 
sound like an idiot, one of my 
most important considerations for 
a good game is simplicity. By this 
| mean that the mechanics are 
easy to learn so that you can 
begin playingyquickiy Air Force 
Commander doesnot accomplish 
this very/well. TA@ game itself 
appears 40 be wel) put together, 
but the faetthatvit takes so long to 
figure out what you are doing is a 
negative. On the plus side, you 
get to play a pretty decent air 
combat strategy simulator based 
in a number of different conflicts 
throughout the Middle East. It just 
did not hold me long enough to 
learn how to control it. -Alex 


Air Force Commander is, without 
a doubt, a military simulator. | like 
the concept very much and the 
game plays well, but the first sev- 
eral times you play this game you 
will end up pulling your hair out 
and mayb@%swearing"atithe com- 
puter.,\Once you! ger past the ini- 
tial frustration, thé gamé@ Can be 
fun tofplays The Qraphies are not 
the best) bur they in no way 
detract from the game. The 
sound, on the other hand, is good 
and helps you out. One of the 
best touches put into the game is 
the static that you get when you 
are out of range with your radar. 
All in all, this is a good, detailed 
military simulation. -Rick 


As both Alex and Rick have stat- 
ed in the two boxes above mine, 
Air Force Commander is not a 
simple game to learn. In fact, it's 
downright difficult. | was very put 
off at the start because | had no 
clue as to what was happening 
around mie. Alten playing a couple 
of game (and finally figuring out 
how to launGh aircraft}, started 
to enjoy myself more. Don't 
expect MnStant Oratitication from 
this game. It takes many frustrat- 
ing attempts to finally get things 
right. When you do get it right, 
though, Air Force Commander is 
pretty cool. It's not the best, but 
it's great if you want a real mental 
challenge. -Steve 
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COMPUTER GAME 


FOR IBM PC & COMPATIBLES 


ONLY 


$12% 


SUGGESTED 
RETAIL PRICE 


The Coffee Break Series” 
COMPUTER GAMES  wxcitanst 
for IBM PC & Compatibles aie: 
from Villa Crespo es 
1725 McGovern Street - Highland Park, IL 60035 - 708-433-0500 | | 

FUN TO PLAY by yourself or with friends. = 
ENTERTAINING play for minutes or hours. Addictive! | Téa 
EASY TO USE play from diskette or hard disk. — 

GREAT GRAPHICS supports most graphics formats. 
AFFORDABLE ...but high quality! 

DUAL PACKED 5.25” plus 3.5” disks. 


NOT COPY 
PROTECTED 


MADE IN 
USA. 


Villa C Crespo: Software 
Se 
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The Two Towers 
by Interplay 
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Game Specs: 


Requirements: 640k, Hard drive 

Support: Keyboard, Mouse 

Sound Support: Adlib, Soundblaster, Roland, 
Pro Audium Spectrum 

Available for: PC and compatibles 

Designed by: Brian Fargo 

Distributed by: Interplay 

Retail Price: $59.95 


Interplay presents the next volume 
in the Lord of the Rings series, 
which is based on the books by 
J.R.R. Tolkien. The Two Towers 
picks up the story where Lord of the 
Rings (the first game) left off. 

The game begins with the com- 
panions of the Fellowship split into 
three different parties that the game 
will switch between. Each group has 
their own objectives and quest to 


The legend of the one ring contin- 
ues in The Two Towers, second of 
the Lord of the Rings series. 


Frodo, the ringbearer, and the 
other members of the Fellowship 
must prevent the ring from falling 
into the wrong hands. 


undertake and each plays a roll in 
the completion of the game. Aragorn 
the ranger, Gimli the dwarf and the 
elven archer Legolas start in the 
midst of pitched battle with a group 
of orcs. After the defeat of their 
opponents, they pick up the trail of 
their friends, Pippen and Merry, who 
have been captured by the minions 
of evil. Before long, they meet up 
with Gandalf who takes their quest 
in a new direction. 

Meanwhile, Pippen and Merry, 
having escaped their captors, find 
themselves involved in an Entmoot, 
a meeting of the tree-like Ents. Also 


known as the Shepherds of the 


The tireless servants of evil dog 
the companions every step of the 
way. All is lost if they get the ring. 


Trees, these gentle beings would 
make fearsome allies against the 
servitors of darkness. 

Frodo and Sam have their own 
problems as they continue to work 
their way toward Mordor and Mount 
Doom to destroy the One Ring. 
Along the way, they encounter Gol- 
lum who makes an excellent, but 
highly untrustworthy, guide. 

The game switches between these 
three parties as they each complete 
minor quests and work their way 
toward the ultimate goals. 


22 COMPUTER GAME REVIEW 


While each group has a defined 
task that they are to complete, fin- 
ishing the smaller quests along the 
way will provide you with items and 
skills that may come in useful later in 
the game. You will need to fight 
creatures of evil in various places 
throughout the game. However, the 
emphasis has been taken off com- 
bat and placed more on the comple- 
tion of the tasks that you undertake. 

The creatures, characters and 
events that you encounter in Two 
Towers will be familiar to those who 


fe Frodo aid caw are 
Shes the alahi a HG end © Hak 
+o ‘ 


The game will jump back and 
forth between the adventures of 
the different groups of Fellowship 
members. 


have read the Lord of the Rings trilo- 
gy. There are enough new things 
thrown in to keep it interesting. 

You will need to acquire weapons 
and armor to help your chances in 
combat. Equally important is the 
development and proper use of the 
many available skills. Magic spells 
and words of power are somewhat 
less common and not as useful in 
everyday situations, but in the prop- 
er place they can be crucial to your 
SUCCESS. 

Many people (and some beings 
that are not technically people) will 
be sie 2 1 D 308 your party for a 
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Gandalts uses he epaliet to y alace 
the barrow wights guarding a foul 
shrine which is corrupting a magi- 
cal pool. 
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The easy-click icons allow for 
smooth gameplay and quick a 
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le, 1 Ringbearer and. 
Sam run ‘into the misshapen Gol- 
lum and persuade him to Faas ae 
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| love reading books, and Tolkien's 
Lord of the Rings series contained 
one of the most well-developed 
fantasy worlds | ever encountered. 
| never played the first game, so | 
was feverishly anticipating a 
superb game in The Two Towers. 
When | finally got my oppo 
have to admit | had mixed f 
For some reason, | could n 
but be a little frustrate 
graphics and sound are n 
some, but they are by no means 
disappointing. | think that part of 
the problem might lie in the fact 
that | did not really feel that the 
game was pulling me into the 
world of Middle-Earth. The game 
has battles aoa evil and quaSIS 


The Two Towers was one of my 


“looking forward to" games. | read 
the Hobbit by J.R.R. Tolkien and 
found it enjoyable. That is how | 
can classify this game - enjoyable. 
The graphics are very well done, 
and the sound is excellent. | must 
tell you that this is one of 
games that | have play 
actually takes full advantag 
Sound Blaster Pro's capabj 
the start of the game yo 
thrown into a combat situation, or 
rather, ambushed. This is a nice 
touch, because it puts you right 
into the game. Another thing that | 
liked about The Two Towers is the 
fact that you can actually type in 
what me want to aid to a charac- 


really unfamiliar with the entirety of 
the Lord of the Rings trilogy. | read 
The Hobbit, but beyond that, | 
don't know one character from the 
next. That puts me at a real disad- 
vantage with this title, because | 
don't know how accurate th 
is as far as the books upo 
it is based. It also puts me 
loss because it assumes 
amount of familiarity wit 
names and places in the game. 


e 


: ss This leads to the biggest problem 


for those of us who haven't read 
Tolkien's books; | have absolutely 
no idea what the end result of the 
quest is or even what I'm sup- 


au and lifeless tor me. 
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posed to be doing. However, 


just failed to grab my attention and 
make me really want to play for 
hours on end. | liked how the 
automap recorded where you have 
been. It also extended a bit 
beyond where you had actually 
d, however. This occasion- 
e€ me miss areas that may 
ontained important people 
s because | was led to 
that | had already been 
there. | like the idea of switching 
between different groups of adven- 
turers, but wish that you had some 
control over it. Two Towers con- 
tains all of the elements of a good 
RPG, but it just seemed kind of 


a 


Or 


click games, but for some reason 
you just seem to miss some action 
of the game.The control of the 
game is good, but | have to Say it 
lacks diagonal movements when 
you are walking and that can be a 
IN. One more thing | have 
ment on is the fact that you 
t see other characters until 
run into them. It may not be a 
deal, but it would have been a 
nice touch. One note for Sound 
Blaster users: make sure when 
you install the game you have 
enough free memory or you will 
get an error when you run the 
game. All in all, this is a good se 
game! 


ee ae Hace “The Two 


Towers is an excellent game. My 
major complaint as far as control is 
concerned is that you cannot walk 
in diagonals. In some cases, you 
need to walk to the southeast or 
northwest, which causes a bizarre, 
ing pattern of moves. | like 
e, but | don't see myself 
it for very long, certainly 
entire quest. The main rea- 
or that is my unfamiliarity with 
the subject. If | had read the books 
and knew the history of the char- 
acters, perhaps I'd be more into 
this title, but as it stands, I'm not at 
all interested. This is a very well- 
made game, but it just does not do 
it for me. 


galore, but for some reason they 


-A lex 


Carl Lewis Challenge 
by Psygnosis 
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Game Specs: 


Memory Requirements: 640K, VGA 
Support: Keyboard, Mouse, Joystick 
Sound Support: Ad Lib, SoundBlaster 
Available for: PC and compatibles 
Designed by: Teque London 
Distributed by: Psygnosis 

Retail Price: $49.99 


Carl Lewis Challenge will thrill and 
excite you with digitized animation of 
real world class athletes. Up to four 
people can play at a time. Carl Lewis 
features 256 color VGA graphics and 
supports the Adlib and Sound Blaster. 
As a world class athlete, you will com- 
pete in five events: the 100 meter 
sprint, 110 meter hurdles, javelin, high 
jump and the long jump. You must 
have four attributes to accomplish 
these tasks: agility, speed, power and 
stamina. Each athlete will have a 
number between 1 and 100 represent- 
ing each of the four attributes. You 
can play this game arcade-style, or 
you can practice and even train your 
athletes. If you decide to train your 
athletes, Carl Lewis will give you 
advice about each of the athlete's abil- 
ities. When playing the actual game, 
choose your home country from a 
huge list. If you are looking for an 
action-packed sports game, then this 
one is for you! 


Choose which team member you 


wish to view or train. Click on that 


person for Carl Lewis’ advice! 


tars a full graphic view nats your team's s 
progress. Included in this graph are 
your team's overall strengths. 


Just before the main event, you have 
to choose the country you will be 
representing. 


This is just one of the well animated, 
fully digitized characters running for 
the gold! 


COMPUTER GAME REVIEW 


For me to like a sports game, it 
has to be an exceptional one. 
Frankly, this is not at that level. 
The music had a good beat and | 
could dance to it, but the game 
play stopped my dancing feet 
difficult, 
hard on 
re using. 
heat, the 
just blow 
you away little chance of you 
even coming in third. | also 
became quickly impatient with the 
plethora of screens that you were 
forced to endure between each 
event. To truly enjoy this game 
you will need bionic fingers or 
reprogramming skills. -Alex 


Possibly the best athletic game 
was the Summer and Winter 
game series from Epyx. They set 
the standards and | do not think 
that Carl Lewis lives up to them! | 
will say the graphics and sound 
are ve O e com- 
plete la ers my 
score. | that you 
have to ba oard to 
play a n ou can 
use a joystick, but It is harder. | 
received a blister on my finger 
after fifteen minutes of play and 
frankly, | just don't think five 
events is worth paying this kind of 
money for a game. | will settle for 
a band-aid for my blister and the 
remote for the T.V. “Rick 


Carl Lewis Challenge is a real 
change of pace from Psygnosis. 
The game lives up to the Psygno- 
sis tradition of excellent graphics 
and sound, but | found the game 
very difficult to control, particular- 
ly in the hurdles and the high 


more en 

got too 

el of d 

training 

aspect of the game. In fact, it's 
much more interesting than the 
actual sporting events. Five 
events are not nearly enough, 
especially when a couple of them 
are virtually unplayable. Not even 
a bronze for this game. -Steve 
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From the people who brought you Harpoon’ comes the most original 
military strategy game of the last five years. 


heatre of War™ is a totally engrossing synthesis of surrealistic chess and a real-time 
strategic simulation. You control one of three warrior sets - Medieval, The Great War 
and Contemporary - in a SuperVGA, 256 color “living” world of warfare. 

March across a pulsating battlefield into the teeth of a relentless enemy. Plant 
mines, plan strategy, then prepare for attack. Tanks rumble over the 
horizon. Shells rip through the storm clouds. The moans of the 
wounded echo in the undulating valleys. Your merciless opponent is 
both brilliant and cunning. Decisions must be made in split seconds 
or your forces will be overrun. 

Strategy, combat and conquest. That’s Theatre of War. Or as 
Steve Warthovsky from Compuserve’s Electronic Gamer puts it, “the 
most original and refreshing game design I’ve seen in a long while.” 


To order: see your favorite software retailer or call 409-776-2187 
CIRCLE #180 ON REANER CERVICE CARN 


Cruise for a Corpse 
by U.S. Gold 
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Game Specs: 


Requirements: 640K 

Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, Roland 

Available for: PC and compatibles, Amiga 
Designed by: Delphine Software 
Distributed by: U. S. Gold 

Retail Price: $54.95 


The team of U.S. Gold and Delphine 
combine to bring you a new mystery 
game. Using the Cinematique operat- 
ing system, Cruise for a Corpse offers 
clean, detailed graphics and smooth 
scrolling animation. The game is 
entirely mouse driven with pop-up 
menus for all actions and conversa- 
tions. As Inspector Raoul Dusentier, it 
falls upon you to investigate the mur- 
der of Niklos Karaboudjan. The only 
thing in your favor is that it will be a 
bit difficult for the criminal to escape 
from a boat in the middle of the sea. 
By questioning all of the people on 
board, you will bring yourself closer to 
the solution. You will also have to dig 
up clues in hidden nooks and niches 
_throughout the massive vessel. Are 
your investigative skills up to the chal- 
lenge of solving this appalling crime? 
Can you catch the murderer before he 
or she gets away? You get to solve 
the mystery when you play Cruise for 
a Corpse. 


The invitation to a magnificent cruise 
in the Mediterranean sounds like just 
the thing to help you unwind. 


iKaraboud jan was stretched out on) 
the floor...DEAD. 


Unfortunately, soon after your arrival 
it is back to work. It is up to you to 
discover who murdered your host! 


It will be necessary to explore the 
ship thoroughly to find the clues you 
need to solve the crime. 


Pl am a very good Friend of the 
Karaboud jan Parily. 


By interviewing all of the people on 
board, you should be able narrow 
down the list of suspects. 


COMPUTER GAME REVIEW 


| was impressed with what Del- 
phine did with Out of This World. 
This game contains similar 
graphic quality. The music was 
also very impressive (especially 
during the intro), but | had to turn 
it downewhens! playedathe game. 
The controls’ were easy to use 
and did not SloW down the game. 
However, While youscould interact 
with just about eVery Object in the 
game, the interaction was often 
limited to one or two commands 
(usually just to identify the object 
in question.) One of the things | 
found most annoying was when 
you would be offered a particular 
command and then were told that 
you couldn't use it. -Alex 


Cruise For a Corpse, in my opin- 
ion, is just another murder mys- 
tery-type game. | was never real 
fond of these kinds of games, but 
as | sat down and started to play, 
| found myself getting into it. The 
graphigstaréagreaigthe animation 
is very fluid and the sound is 
good, but | could not help feeling 
like something was missing. Then 
| learned What it was. There were 
not enough items to pick up, even 
for the heck of it. | think everyone 
likes to get their hands on a cer- 
tain item, just for the thought that 
it might be able to be used for 
something later. All in all, it is a 
good game; it just needs more to 
make it really work. -Rick 


I've been impressed with Del- 
phine's work in the past and I'm 
moderately impressed this time 
as well. Cruise has many of the 
same elements that made Out of 
This World such a hit at CGR. 
The most prevalent of these is 
the variety Of anigleS USEGhand the 
excellent Cinématic style) espe- 
cially in Ane thtroduction. The 
biggest problem with thé Game is 
the limited interface. Often, the 
inspector will examine an object 
and tell you that you can take or 
move it. When you try, he tells 
you it would be rude and does not 
do it. This is annoying. Still, the 
mystery is good and the game is 
right on. -Steve 
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Computer Gaming World 


“As can be expected, sound and graphics are superb.” -COMPUTER GAMING WORLD 


“By far one of the most graphically pleasing and downright beautiful games ever designed.” 
-STRATEGY PLUS 


“Near-fanatical attention to historical accuracy.” -COMPUTER GAME REVIEW 


“Particularly noteworthy is the quality of the computer Artificial Intelligence (Al) routines used 
lo control the computer opponents, As either the American or German, 
the computer presents a tough, competent foe.” -CGW 


“VFV has set a new standard for computer wargaming in terms of detail and programming.” -SP 
“While taking full advantage of the computer format, it preserves the tactile feel of 


THREE-SIXTY PACIFIC : . 

2105 S. BASCOM AVE. classic board wargaming. “COW 

CAMPBELL, CA 95008 ™ | 

408-879-9144 ‘Available at Babbages, Egghead Software, Electronic Bouti que, Software Etc., Waldensofware and other fine software retailers. 
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Ragnarok kind of reminds me of 
another game | played about ten 
years ago. | cannot remember 


- Ragnarok the name of that game, but the 

“by Norsehelm Productions relatively simplistic graphics and 
BE straight forward gameplay of both 

: games bag | narok is 
@ more it does 
= have a of ds you 
can u is a rather unso- 
& | ey ania mS phistic this (or 
= The shopkeeper's store has a host of | perhaps use Of it) | found 
Oo useful items, many of which are out | Myself enjoying myself quite a bit 
of your initial price range. when | played. It was refreshing 


to find a game that consisted 
mostly of a great deal of explo- 
ration and short, easy combat 
without a lot of convoluted plot 
lines to follow. -Alex 
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Ragnarok does not hold my inter- 
est too much. | like quest games, 
but there is not enough variety to 
satisfy me. | do like the different 

Sate aes| | types of characters you can be, 
S- 4d: a2 egz—2! | and | like the auto-map feature a 
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oe Hour Day Month Year 
Coie Goes: i | The top map shows the areas you | lot. Th 
Game specs: “ 
| have not explored while the bottom | 's set 
_ Memory Requirements: 640K 


Support: Keyboard, Mouse recommended) map shows your surr oundings. easy to | 


Sound Support: None fact tha 
Available for: PC and compatibles sters th 


Designed by: Tom Boyd and Rob Vawter . 
_ Distributed by: Norsehelm Productions as well. The graphics of the game 
Retail Price: $59.95 are not very good, but the still 
| shots are very nice. The lack of 
any sound board support brings 
my score down considerably. | 
want to be able to hear the 
sounds in the game, not turn my 
PC speaker off! -Rick 


In the year 999, the time of Rag- 
narok, the final battle of the Norse 
gods was approaching. The evil pow- 
ers of Surtr and the fire demons was 
rising while the strength of Odin, Thor 
and the forces of good have weak- 
ened. The final outcome of Ragnarok ~ eae ue 
has been predicted, but the fates have Moving off the overhead map will 
not included the possibility of human fake you to new areas containing 
intervention. This is your task. As one Features and treasure. 
of six different types of character 
class, you must set forth from your vil- 
lage and help the powers of good to 3 
regain their weapons and their power | "satin oer 
to overcome Surtr and the fire  , =e Bence} 
demons. Ragnarok includes a non-lin- 
ear quest with over 200 types of crea- 
ture to meet and battle. Many magic 
items, easy-to-learn keyboard and 
mouse commands and VGA graphics 
are also featured. Explore the huge 


realm of Midgard and find your way to 
the outer planes of existence where Certain magic items will be benefi- 


the gods and giants dwell. Only the C/al, while others will change your 
bravest warrior will Succeed. race OF Sex. 


Ragnarok has a couple of prob- 
lems in that it doesn't support any 
sound boards and the graphics 
are not very exciting. However, 
the game is very deep. | did not 
like the game at first, but found 
Peel being steadily drawn into 

lt:ts | 
mr 
unprete 
more f 
expect 
mind is that you do not get to per- 
manently back up your game until 
you have completed 4,000 turns. 
This can get a little troublesome, 
and it's hard not to get frustrated. 
Still, Ragnarok is a lot of fun and 
it's worth a long look. -Steve 


28 COMPUTER GAME REVIEW 


BUILD YOUR OWN AIRLINE! 


Air Bucks is your chance to 
build an airline- it won’t be easy, 
but if you make it the rewards are 
huge! Start with $100,000 and a 
DC3 in 1946, at the start of the air 
travel boom. Decide which places 
to fly to, where to use as a hub, 
when to buy new planes and 
which ones to buy. New planes 
become available over time, from 
a DC9 to Boeing’s 747! But beware 
just because a plane is new does 
not mean it is right for you. You 
must also find the cash to pay for 
it; and planes don’t come cheap! 
You are sure to need the help of 
your friendly bank sooner or later, 
or even to sell shares! 


e You can even set the luxury level 
on your fleet. 


e There’s money to be made in cargo 
as well as passenger flights. 


Impressions 
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e You decide how to fit out all your 
planes. 
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1 to 4 players (human or 
computer) 

Sophisticated economic 
model. 

World map can change 
every game. 

Fleet size larger than 
you're likely to ever need! 
Detailed Graph Chart 
and reprints 
Hi-Resolution Graphics 
supported (IBM PC). 
Easy to use point ‘n’ click 
interface. 


vmsEr== 
YOUR RUNWAY TO SUCCESS! 


Committed to Excellence in Strategy Entertainment 
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Boom Box — 
by Dr. T's Music Software 
92 80 56 50 (91 
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Level of Interest 


Hour Day Month Year 
Gam eCs: 


Requirements: 640K — 

Support: Keyboard, Mouse, Joystick 
Sound Support: Ad Lib, Roland, Sound- 
Blaster, Pro Audio Spectrum, Thunderboard 
Available for: PC and compatibles, Amiga 
Designed by: Jeff Pucci, Richard Viard 
Distributed by: Dr. T's Music Software 
Retail Price: $59.95 


Dr. T's presents Boom Box, an inter- 
active music program in which you 
design and modify your own music. 
Using the easy-to-use click or drag 
icons allows you to control myriad dif- 
ferent functions to add a new feel to 
the music. Six different base songs 
are provided with the program, but 
you can change the guitar, drums and 
keyboards to make it sound complete- 
ly different. A large variety of sounds 
can be accessed so that they are at 
your fingertips. Simply by pushing the 
buttons, you can add all kinds of 
embellishments to your songs. You 
can also use special effects like 
repeating and loops to make your 
audio inventions truly unique. Once 
you have developed something you 
like it, is time to record it. The boom 
box screen functions just like a tape 
player, letting you record, fast forward, 
rewind and play your favorite musical 
creations. The power of music is yours 
with the music program, Boom Box. 


The boom box lets you record and 
play your songs. You can also fade 
different tracks while you record. 


ed 2 


The remix screen adds new func- 
tions. Here you can re-trigger, repeat 


and loop the music as it plays. 


The jam paral is Sine most varaatiio 
of the three. You can record, try new 


ideas and mute patterns. 


: ueckonk | 2} 


A bunch of sounds are available for 
you to load in. Mix them into the six 


songs that are provided for you. 


320 COMPUTER GAME REVIEW 


Now for something completely 
different. If Boom Box can be 
called anything, unusual definitely 
describes it. The utter unique- 
ness of this game gives it sort of 
appeal. It is just a fun program to 


On the other hand, oe is a 
large number of sound effects 
that you can use. | found these to 
be really enjoyable. The final 
word is, while Boom Box is 
indeed refreshing, it will probably 
have a limited appeal for the 
majority of people. -Alex 


Boom Box is a unique game by 
any standards. Right off the bat, 
this is quite possibly the worst 
install program | have ever seen! 
You may have to refer to your 
Sound Blaster manual for help, 
of con- 

that this 

is fun to 

Steve). 

, choose 

several different types of beats 
for your drums, and even mix in 
some rap sounds with real voic- 
es! There is animation if you are 
using the Boom Box, and there 
are tons of digitized sounds to 
choose from. Now, you can bea 
recording artist! -Rick 


Well call me the mixmaster! | did- 
n't know what to expect with 
Boombox, but | didn't expect it to 
be this much fun to play around 
with! | like the fact that you can 
load up a lot of digitized sounds 
to play. | also like the fact that the 
game is le, which 
makes mov the mixing 
board eas | 

gram is a 
pare to 
when you put it on your hard 
drive. Also, as much fun as this 
title can be, it's a bit too limited for 
anything more than just good old 
messing around. | love those 
scratch sounds, though, and the 
shouts are great! -Steve 
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siege 
by Mindcraft 
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Game Specs: 


Requirements: 640k, Mouse 

Support: Keyboard 

Sound Support: Adlib, Soundblaster, Roland 
Available for: PC and compatibles, Amiga 
Designed by: Patrick E. Hughes 

Distributed by: Mlndcraft 

Retail Price: $59.95 


For fans of role-playing games or 
strategy games Siege is now avail- 
able. Based in the same world as 
the RPG The Magic Candle (also by 
Mindcraft), Siege allows you to 
rewrite the history of Gurtex and pre- 
vent the forces of evil from ever 
overrunning the servants of light. Or, 
you can make sure that the champi- 
ons of justice are wiped off the face 
of the world once and for all. 


Complacency caused by years of 


peace has been shattered by the 
invasion of the Dark Armies. 


The armies of good and evil con- 
sist of many types of troops. 
Everything from archers to ele- 
mentals are at your command. 


Humans, elves and dwarves fill out 
the ranks of those who serve the 
greater good, while across the 
blood-covered turf range the evil 
goblins, orcs, trolls, domugs, tekhirs, 
gnomes and minotaurs. Magical 
troops such as wizards, dread- 
knights, elementals and giant spi- 
ders also occasionally bolster the 
ranks of both sides. 

There are 24 scenarios centered 
around four different fortresses. You 
can choose to be an attacker or 
defender, good or evil. If you choose 
the defender you have to hold the 
castle for 20 days. The attacker can 
achieve victory by flying his flag over 


i 


Keep an eye on the strength of 


your men. Relieve them when 
they start to get tired. 


the castle unopposed for an entire 
day. 

A number of battles strongly favor 
the attackers, while others favor the 
stout defenders. Some start both 
sides out on roughly equivalent lev- 
els of strength. An adjustable diffi- 
culty setting lets you play at your 
own level of ability. 

You control the orders to your 
troops, which make the difference 
between success and utter defeat. 
Soldiers intermixed with heroes, 
sergeants and elite warriors defend 
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crucial positions, storm the walls and 
hunt down units of the foe. Archers 
hone their skills on two legged tar- 
gets and wizards summon their 
magical allies to their aid. Mean- 
while, the engineers man the cata- 
pults, pour boiling oil on hapless 
attackers and brave a rain of arrows 
to place bridges and ladders. 

You can give special commands 
telling your units to reinforce, relieve 
or replace the troops on the front 
line. Groups of practically helpless 
engineers can be escorted by your 


A bird's eye view of the battlefield 
allows you to get a look at enemy 
troop movements and where the 
skirmishes are being fought. 


bravest fighters. By giving the 
release order, the wounded individu- 
als in a unit can be sent back to the 
barracks to heal while the fresh sol- 
diers continue to smite the adver- 
sary. 

With sound tactics and strong 
fighters, the battle is almost won. 
However, you will need more than 
might to break down the walls of a 
castle or shatter a massive wave of 
attackers. The siege engines of the 
engineers will prove to be invaluable 
and may often tip the scales your 
way at an important moment. 

At the end of each day, the com- 


. 


As the defender, you get to pelt 
the poor engineers with arrows, 
oil and boulders as they attempt 
to put up ladders or bridges. 


‘War can pas a heavy toll on lives, 
_ but sustained catapult fire can 
also’ do a —— to a Bi 


= ac ints active duty. ) 
Se mace Aadll — Joab 


(oe Fone te 


mare 
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: ae mack: day, | you are 2 given Oe 


ta ally of who has succumbed to” 2 


fario, you. ‘also 6 are : given ‘the: oppor- iS ee 
tunity to design your own with the | 
‘scenario editor. This lets you place 
ems for both atmosphere and actu- — 
al use within the scenario, determine 
what troops will be available for | 

each and wade they start. 


fort Neir 
has falian*’ 
Your areies 
cheer as the 
enema fises 
into the 
forest! 


_ all the | battles have been 


not too complicated, and this is my 
kind of game. There are plenty of 
chances to devise tactics, but the 
game mechanics are straight for- 
ward enough to make it easy to 
learn. One of my favorite parts of 
the game is the large va 
troop types that you can 
game comes with 24 sceg 
and since you can play the 
er or defender in all of 
makes it seem like 48. Beyond 
that, you can even make your own 
scenarios with the editor. The 
screams of the dying and clash of 
swords really set the atmosphere, 
but | question the appropriateness 


| tend to like war games if they are 


of the mu | music ¢ that Is INGIUGEO, | 


ME ce 


do pane a couple of ae ee 
however. When | tried to play the 
game using the Sound Blaster and 
Roland boards at the same time, 
the load time became so bad that | 
was tempted to put the game away 
and never play it again. Fortunate- 
problem cleared up com- 
hen | used the Sound 
by itself. The other problem 
as far as | could tell, there 
§ way for defenders to sally 
forth and assault the infidels who 
would dare attack them until the 
infidels put ladders on the walls for 
the defensive units to climb down. 
RPG's and war games are two 
great game styles that play great 
Be on 


As most ve you ne Bin now, if am 
not a big fan of world domination 
games like my counterpart Mr. 
Rees, who faithfully plays Popu- 
lous. However, this game just may 
be the first exception to the rule. | 
thought | was going to sit down 
and play this game for abo 
an hour. | was wrong. 
myself being drawn into the 
After playing the tutori 
while, you just get draw 
There are a lot of different charac- 
ters in the game to chose from, 
and | must say that the sound 
effects are absolutely hysterical! 
The graphics are not the best, but | 
can live with that. The music, on 
the other hand, seems inappropri- 


siege SERVER SHGTente. 


game. The three different zoom 
modes (far away, medium distance 
and close-up) give you the battle 
at a glance as well as the nitty-grit- 
ty fighting and dying. The game is 
very easy to learn, and the tutorial 
level is both simple and ed 
al. One of the better featur 
game is the variety of troo 
siege weaponry available. 
ing your catapults take ou 
ple of nasties at a shot is very fun. 
One of the things | really like is 
that it truly gives you the perspec- 
tive of being a commander. Since 
the units are whatever size you 
choose them to be (up to 50 crea- 


tures per unit), you must take ulti- craft! — 


ate for thie noes ate game. se - 
my favorite aspects of the game is 
the way you see tons of arrows fly- 
ing. Another nice touch | liked was 
the fact that you can rest your 
troops for awhile and they will 
become noticeably better at hitting 
get. Siege does something 
very type of game like this 
do. It gives you the ability to 
r character personally or 
raphs! This allows you to 
see exactly how your troops and 
the enemy are doing! There is one 
more thing | must mention: if you 
are using a Roland sound board, 
be prepared to wait for a looooong 
load time. | switched to the Sound 
Blaster aces for this reason. “Rick 


, 
Se tnd 


mate SASSI if you send ten 
berserkers out to combat a horde 
of orcs. The commander feel of the 
game is enhanced in the close-up 
viewing mode, where you can see 
your individual troops fighting and 
dying. It's one thing in a military- 
ame to talk about accept- 
es. It's quite another to 
our dead and dying strewn 
a battlefield. Siege enter- 
without a lot of fancy gim- 
micks. It's not incredibly showy. 
Instead, it's very solid and very 
playable. Games like this could 
very well get me to prefer fantasy 
games over military simulations 
and action titles. Nice work, Mind- 
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adventure in the 


FABLES & FIENDS™ series. 


ests and — 


A land of dark mysterious for 


sleeping dragons. A land of glittering 
rubies and emeralds. A ra ot breath- 


eauty and secrets to unra el. : 


3 
aa. 


The land of Kyrandia. 


Gorgeous scenes and realistic animation draw 


you into this fantasy adventure. Elegant point- 


and-click control makes it easy to play. The fully 


orchestrated soundtrack will captivate you. © 


Distributed exclusively by mms Irvine, CA 


For pricing and orders, please call 800-VRG-IN@7. Visa, Mastercard, American 
Express and checks accepted. Get help with our hintline! Call 1-900-288- cag 
(Calls are charged at 75 cents per minute. You must be 18. ) 


THE LEGEND OF KYRANDIA AWAITS YOU! 


Eye of The Beholder I and II, Advanced Dungeons and Dragons are trademarks of TSR, Inc. King’s Quest® is a registered trademark of Sierra On-Line, Inc. 
FABLES AND FIENDS and THE LEGEND OF KYRANDIA are trademarks of Westwood Studios, Inc. ©1992 Westwood Studios, Inc. All rights reserved. 
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Theatre of War 


by Three-Sixty Pacific 
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Game Specs: 


Requirements: 640K, Super VGA 
Support: Mouse 
Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles, 
Amiga (coming soon) 
Designed by: Artech Digital Entertainments 
Distributed by:Three-Sixty Pacific 
Retail Price: $49.95 


The days of Super VGA have 


arrived and Theatre of War from 
Three-Sixty Pacific is leading the way! 
This real-time strategy game com- 


bin 


es elements of military simulations 


and chess and adds new features. 
The game includes three different bat- 


tle 


sets: Medieval, the Great War and 


Contemporary, and each set has 
unique pieces, features and scenar- 
ios. Two different map views and 
smoothly scrolling graphics make 
accessing your pieces simple. Play 
against an intelligent computer oppo- 
nent or against a friend on the same 
computer or via serial connection. 
Watch your troops launch arrows or 
missiles at the attacking forces and 
enter hand-to-hand combat. Troops 
that are tired can be healed by intelli- 
gent use of the general, but since your 
opponent is out to kill your leader, 
bringing him too close to the front 
could be very hazardous. Plan careful- 
ly, and you will succeed! 


Examine each of your units and give 
them the proper commands to lead 
them to victory. 
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The overhead map allows a different 
perspective on the battle, although 
less of the field is visible. 


Close-up views of the map give you 
a bird's-eye view of the ensuing bat- 
tles on the playing field. 


Theater of War has three different 
battle sets, each with its own special 
units and pieces. 


COMPUTER GAME REVIEW 


The first thing that should be 
mentioned about this game is its 
uniqueness. It possesses a 
chess-like strategy style which 
operates in real time with all 
pieces moving at the same time. 
The abstracteqraphiies, are also 
very mteresting. The fact that 
each gamé Aas pieees With differ- 
ent abiliti€S adds “More Variety to 
the gam@ and forees you to modi- 
fy your tactics accordingly. The 
voice puts a bit of humor into the 
game, like when the pieces do 
not have enough energy to move. 
| honestly do not see myself play- 
ing this game for a long period of 
time. However, the sheer novelty 
makes it worth a look. -Alex 


Theatre of War is a unique game 
that involves strategy. This 
chess-like game has several 
options to select. The initial board 
is wavy. If you do not like this, 
you may change it into a flat 
board «his gameerUASiin, Super 
VGA With ray-traced graphics, 
meaning thatthe board and some 
pieces will\shine, as iffwax was 
applied. The Sound and music 
are very good, and the game 
includes good voice synthesis. If 
you don't like waiting the amount 
of time it takes to meet for the 
battle, you can fast-forward to it. 
These are nice touches! Although 
I'm not a big fan of chess or mili- 
tary sims, | can still play it. -Rick 


The best one word description of 
Theatre of War is "esoteric." The- 
atre of War isn't exactly a military 
simulation nor is it chess, but it 
does have elements of both. The 
Super VGA graphics are stunning 
and the animation is excellent. | 
particulandy liké the Battlés as the 
pieces formyamorphous human 
shapes and beat ‘each Other up. 
The musig and voices are also 
very well done. My problem with 
the game is that the computer is 
able to control all of his pieces at 
once, which makes competing 
with him difficult. Another prob- 
lem is that it really takes a long 
time to get into the game. Inter- 
esting, but not incredible. -Steve 


“ADVENTURE INTO 
A LIVING UNIVERSE! 
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© copyright 1991 Planet's Edge is a trademark of New World Computing, Inc. COMP I] NG 
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Legend of Kyrandia 


by Virgin 
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Game Specs: 


Requirements: 640K, VGA 

Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: WestWood 

Distributed by: Virgin 

Retail Price: $59.99 


Fables and Fiends: The Legend Of 
Kyrandia takes place in the mysteri- 
ous land of legend and lore. Players 
will put their game playing skills to the 
test. As Brandon, the player will set 
out on a series of quests in search of 
Malcolm, the happy court jester turned 
evil villain. Prior to the start of the 
game, Brandon and his parents, the 
King and Queen, lived peacefully in 
the beautiful land of Kyrandia. When 
Brandon was but a child Malcolm mur- 
dered the King and Queen in order to 
harness the power of the Kyragem, a 
magnificent gemstone that pulsates 
with magical energy. With its power in 
his possession, Malcolm declared 
himself ruler of the land! Only after the 
Masters of the Four Magics sealed 
Malcolm inside the Castle Kyrandia 
were Brandon and his grandfather 
safe from his wrath - or are they? Leg- 
end of Kyrandia will occupy the 
adventurer for hours. Take the chal- 
lenge; save Brandon's grandfather! 
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The land of Kyrandia is in the path of 
the evil jester who is ravaging the 
land and destroying everything! 


You must stop him before it is to 
late! If you fail, the world is doomed 
and so are you! 


Your grandfather is writing down his 
instructions for you. Listen to what 
he says; he may just save your life! 


This is just one of the mysteries that 
has to be solved. This bridge wasn't 
here before. 


REVIEW 


The sights and sounds of this 
game immediately leap right out 
at you. They may not be the best 
| have ever seen and heard, but | 
they are near the top of the list. 
The way the perspective changes 
in the iptrGlwhen groumare watch- 
ing the Gla’ Man write\on the scroll 
is realy @oGlhyTh@ e6lors and 
detail in“tae@ Graphics are just 
awesome, did ANOt Get to play 
very far into the game, but what | 
Saw was very enjoyable. The 
game seems like it might be 
rather simple without a whole lot 
of challenge (which | really do not 
mind), but it may get tougher later 
on. | would have liked a more 
involved player interface. -Alex 


Virgin just keeps producing excel- 
lent quality games! The Legend 
of Kyrandia is no exception! With 
fantastic color, animation and 
sound to match, there is no stop- 
ping this game from becoming 
the next§pG6ssibleiKiAGis, Quest" 
series! After about a eight minute 
introduction, YOu Will know your 
grandfather has been tumMed into 
stone! iS Your jOO 16 Gatch this 
outlandish court jester and have 
justice served! About the only 
thing that brought my score down 
(a tiny, littlke 1/2 point) was the 
fact that you are limited as far as 
player options. This is, without a 
doubt, one of the best adventure 
games. -Rick 


Legend of Kyrandia is a game 
I've been waiting on for a few 
months. Ever since | first got a 
look at this title at Summer CES, 
I've wanted to sit down and play. 
Well, now I've got it and I'm not at 
all disappointed. Kyrandia takes a 
solid game @Agine and adds a 
slew of @x¢ellent features, not the 
least of WAICA is tae fact that the 
charactérs are Visually expressive 
when they move and talk: | like 
this, because it really gives the 
characters personality. The jester 
is unique as an opponent as well. 
The interface is a bit limited, but it 
works well. Kyrandia is so nice, I'll 
Say it twice. It was definitely worth 
the wait. -Steve 
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Amarillo Slim's 7 Card Stud 
by Villa oe . 


Requirements: 384K 

Support: Keyboard, Mouse 

Sound Support: Sound Blaster, AdLib, Covox 
Available for: PC and compatibles 

Designed by: John Comeau 

Distributed by: Villa Crespo Software 

Retail Price: $12.95. 


Dr. Wong's Video Poker 
by Villa Crespo © 


Requirements: 512K 
Support: Keyboard, Mouse 

Sound Support: Sound Blaster, AdLib, Covox 
Available for: PC and compatibles 

Designed by: Villa Crespo Software 
Distributed by: Villa Crespo Software 

Retail Price: $12.95 


Casino Craps 
by Villa Crespo 


Requirements: EGA or VGA, 512K 
Support:Keyboard, Mouse 

Sound Support: Sound Blaster 
Available for: PC and compatibles 
Designed by: Terry C. Hastings 
Distributed by: Villa Crespo Software 
Retail Price: $12.95 


Amarillo Slim's 7 Card Stud is not 
just a computer game, it is an 
instructional guide toward formulat- 
ing winning strategies in real poker. 
Based on the poker variation which 
is most widely used, this game 
brings you the know how of well- 
known poker champ, Amarillo Slim. 
You can play from two to seven 


The Tutor s Odds estimates 


computer opponents of varied skill. 
The computer tutor will instruct you 
on your odds of winning each hand 
and allows you to review the statis- 
tics you have accumulated. 


Seven card 
variation of 
myself playingauin 


t my favorite 
but | found 
as out.-Alex 


n for awhile, 
titive. | also 
-Rick 


This card g is 
but it does g@efr 
would like mor s 


ame and the 
cs makes it a 
S. -Steve 


This is a goo 
addition of the Stati 
winner for car@ pl 


Dr. Stanford Wong places his 
knowledge and expertise at your 
command in Dr. Wong's Jacks+ 
Video Poker. Aside from the stan- 
dard game found in bars and casi- 
nos throughout the country, this 
game offers a number of help 
options to aid your decisions and 
help your understand the odds. You 


can n program the tutor SO that it auto- 
matically picks your best choices or 
simply warns you. You can also 
have it show you the calculated 
return of each of your options. 
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| did not fin isagame exciting | 
| enough to tA interest. The | 
Ela oeale feature ste ee Alex | 
fi liked this Qi ich better: the 
| statistics are ible, and the | 
| game play is Well“@one. —_—-Riick | 
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| The betting sta as) 
| this game mak@iffome of the finest | 
| gambling p progid ground. -Steve | 
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he COMPUTER GAME REVIEW 


There is a lot of luck involved in 
the fast-paced game of craps. How- 
ever, it is not all good fortune. There 
is some strategy in knowing when 
and where to place your bets and 
when to pull your money out. All of 
the rules, tactics and odds will be 
explained to you when you play 
Casino Craps by Villa Crespo. You 


have complete control over your 
bets (and how much money you 
start with). The computer will display — 
the odds and statistics on the game 
as you go along. 


There is too m 
little reward f 
does not inter 


lved and too ; 
like craps. It} 
-Alex | 


| have to admi 
and | still do 
tions confusedag 


er liked craps, 
the instruc- 
-Rick 


od craps, and 
to help me} 
-Steve | 


| have never u r 
this title did 
learn. Sorry, g 


Super Space Invaders 
by Domark 


Requirements: 640k 

Support: Joystick, Mouse 

Sound Support: Ad Lib 

Available for: PC and compatibles, Amiga 
Designed by: Taito 

Distributed by: Domark 

Retail Price: $44.95 
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Years ago, one of the first arcade 
games to entertain teenagers every- 
where was Space Invaders. Now, 
the little marching mutants from 
Mars are menacing our meager, 
mundane masses once more. This 
time, they are a bit more powerful. 
Led by large alien bosses and com- 
ing in a greater variety of forms than 
ever before, they sweep from the 


skies to conquer Earth. Fortunately, 
you are ready for them. One or two 
players must use their reflexes and 
a large assortment of special 
weapons to keep the planet safe. 


| was a lot mO@fe iffpressed than | 
thought | woW@ldybe it is the same 
game, but greatly improved. -Alex 


| had a lot ofgfam playing this new 
version of Space inVaders. | really 
like saving the Cows. -Rick 


This is much pettersthan expected! 
Cattle mutilauOAyand great power- 
ups make this ‘Game: -Steve 


Grandmaster Chess 
by Capstone 


Requirements: 640k 

Support: Mouse 

Sound Support: Roland, Soundblaster, AdLib, 
Covox, Disney Sound Source 

Available for: PC and compatibles 

Designed by: Capstone 

Distributed by: Capstone 

Retail Price: $59.95 


If you thought chess is just chess, 
then you have not seen this yet! 
Grandmaster Chess features many 
options that set it apart from others. 
It has Super VGA graphics with digi- 
tized voice and sound. There are 
three different chess sets to choose 
from which can be viewed in two or 
three dimensions with 180 degree 
rotation. The program has hundreds 


of opening moves catalogued in its 
library and possesses help, analyza- 
tion and teaching functions. Grand- 
master will even determine your 
chess rating based on your play. 


Generally, cHf@sse$0res me. The 
different pie¢éeysetS and graphics 
help to hold my interest. -Alex 


'To me, chesgs¥gafMes are all the 
same. The yYowe igs nice, but no 
animation brings itdown. -Rick 


| admit I'm bows yeat chess. This 
title, howevef, Mavght spark my 
interest in the’ganté: -Steve 


Tetris Classic 
by Spectrum HoloByte 


Requirements: 640k 

Support: Joystick, Keyboard, Mouse 

Sound Support: Ad Lib, Sound Blaster, Roland 
Available for: PC and compatibles 

Original Concept/Design: Alexey Pajitnov, 
Vadim Gerasimov 

Designed by: Rebecca Ang, Heather Mace 
Distributed by: Spectrum HoloByte 

Retail Price: $44.95 


The original Tetris took the game 
playing world by storm. Spectrum 
HoloByte brings you Tetris Classic 
as a sort of update for today's more 
advanced technology. Spectacular 
256 color backgrounds tell the story 
of an old Russian fairy tale and a 
new, improved soundtrack sets the 
mood and pace of the game. You 
can play alone or head-to-head 
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against a friend in cooperative or 
competitive modes. You can also 
control the speed of the falling 
pieces, the depth of the well and 
how long a game lasts. 


A more advan@@d |96k at what has 
become an @fdifaverite. | could 
play for hours With afriend. -Alex 


| like this oneg@alo#al he combina- 
tion of good @TUsi€,Yoraphics and 
game play are Great! -Rick 


lf you don't have Hétris, this game 
is great. If yousdogits more of the 


same. -Steve 


COMPUTER GAME REVIEW be 


- The ACS300 is a complete speak- 


er system which includes a sub- 


woofer (not shown). Altec Lansing's 


ampiltl: system is 
Sesignad especially for multimedia 


computer users. The amplified 


stereo speakers and subwoofer digi- 


tally recreate the sound fields of a 
concert hall, arena and more. Two 
_ audio inputs allow blending from two 


sources of Sound, such as the 


Sound Blaster's digitized sounds 
and the Roland's music capabilities. 
_. Additional features include the pre- 


vention of overloading the audio 


amplifiers thereby always keeping 


distortion at a minimum. The stereo 


_ speaker enclosures utilize "tuned 


ports" for maximum bass efficiency 


and ferrofluid-cooled dome tweeters 
for extended high frequency 


_fesponses. A separate subwoofer 


provides extended low frequency 


oo eae in a paeer enclosure. A 


‘allows the ie and bottom sections 


ef the speaker cabinets to be folded 
_ Into various positions for convenient 


placement or mounting on walls or 


_ computers. The satellite speakers 


__ are magnetically shielded to prevent 
Color distortion on video displays. 


The design of these speakers kind 


_ | of threw me when | first saw them. 
Their somewhat unusual but sleek 


|look led me to believe that they 


| would be inferior speakers. Nothing 


____| soundtracks in style. 


\|could b@ furtmer drom the truth. 


These sp@akers are Ofvexceptional 
| quality. @ Dass waéS SOm~powertul, 


it vibrated the Computer desk! The 
___| sound rémains-consistently smooth 
___|and does not break up or get fuzzy 
_ {at higher volumes. While you will 
‘|not be blowing out your neighbor's 

_ |windows, you can turn it up loud 
'|enough to enjoy your favorite 


- Alex 


These light-weight speakers can be mounted on a wall or right onto your 
monitor. All of the hardware you need is included. Do not worry about | 
color distortion, these speakers are magnetically shielded! 


When CGR first received these 
speakers | was hoping for a good 
pair of quality speakers, and that's 
just what | received! | am happy to 
see a company that takes pride in 
the workmanship, appearance and 
quality of their products Also includ- 
ed is all ‘Of thé Nardwaréyyou need 
to mount.them f0 a wall {including 


ithe mollies)>?ne sound is crisp and 


clear, and does not distort at all, 
even on the highest setting! How- 
ever, there are two problems with 
them. There is no magnetic sealing 
on the subwoofer, and a phono to 
1/8 adapter is not included. -Rick 
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At last, | can hear the booming bass} _ 
tones I've always wanted to hear! In 
fact, | can even feel them with the]. 
subwoofer. | don't know all of the 
technical aspects of the speakers, 
but | kgwOW What SOUNnds good. 
These sp@akers Aave. excellent 
Clarity of SOUnG, evermwith the vol- 
ume an@ the Bass cranked to the 
max. The sounds are not at all tinny 
or distorted. | was really surprised 
at the punch these little speakers 
packed. They don't go as loud as | 
would like, but they reproduce 


er I've heard for the PC. -Steve 


sound better than any other speak-}| 
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by Hi Tech Expressions 


Barbie is a fun action game for 
younger kids. This arcade-style 
game features three fantasy worlds 
full of adventure. The game takes 
you on a search for the fashion trea- 
sures Barbie needs for the Royal 
Ball. 

Travel through Mall World, Under- 
water World, and the ever-popular 
‘50s Soda Shop World. With high- 
resolution graphics, Barbie includes 
all of the fantasy that girls love. It 
was designed for easy, action- 
packed play. Barbie will be available 
in August, so shop till you drop, and 
look best at the ball! 


Math Blaster Plus 


by Davidson 


If you're looking for a solid educa- 
tional game that offers excellent 
practice in arithmetic for your chil- 
dren (ages 6 to 12) look no further! 
Not only can your children learn 
math through playing games, they 
will learn problem solving skills that 
will help them for the rest of their 
lives! If the problems become too 
easy, just go into the editor that 
comes with package and enter in 
your own type of problems! Your 
child will feel a sense of accomplish- 
ment when you print out a graphic 
certificate showing their score. It 
offers great challenge and great fun! 
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Lead Barbie on an adventure of a 
lifetime through different levels! 


Right: Watch out for those mad 
tennis racquets and balls in Mall 
World! 


Above: Correct answers are 
rewarded by a game of shoot-em- 
up trash recycling! 
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Good Job, 
Mepiea P redrich 


Above: Use problem solving skills 
to earn coins in the Number Recy- 
cler. Right: Your child will receive 
praise and be awarded animation 
sequence for good work. Don't 
forget to print it out! 


Snoopy s Game Club 


by Accolade 


NUTS Characters: Copyright 1992 United Feature Syndicat 
Computer Prosram: Copurioht 1992 Accolade, Inc 


Kids can play along with the 
whole Peanuts gang in three dif- 
ferent games. 


Snoopy's Game Club from Acco- 
lade has three different games that 
are perfect for younger kids. Each 
game has a range of difficulties for 
kids between the ages of three and 
eight. All of the games feature pic- 
tures of the well-known Peanuts 
characters. 

The first game is called Snoopy's 
Animated Puzzles. In this game, a 
picture is split into a number of dif- 
ferent rectangular parts that must be 
pieced back together. Each picture 
is animated to help solve the puzzle. 
In addition to having a range of dif- 
ferent numbers of pieces, there are 
many different pictures to choose 
from. 

The second game in the program 
is Charlie Brown's Picture Pairs. 
This game is similar to Concentra- 
tion. Pairs of two objects must be 
found from a varying number of pos- 
sibilities. This game features the 


The jigsaw puzzles have as few 
as four or as many as 64 pieces 
depending on the skill of the indi- 
vidual player. 
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CHARLIE BROWS | y << he 
Picture Pais 
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to use. 


There are many different animat- 
ed jigsaw puzzles. 


Charlie Brown's game is a test of 
memory skills. This game comes 
with many difficulty levels. 


Only two of these fish are the 
same. Can you find them? 


“Talking Alphabet." If letters are 
used as the objects to be matched, 
getting a pair will prompt the com- 
puter to say the letter several times, 
helping the player learn the names 
of all of the letters. 

The third game is Woodstock's 
Look-Alikes. In this game, kids must 
find two items in a picture that are 
exactly the same. Sometimes, the 
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Successful completion of a game 
results in rewards for the player. 


differences are obvious, while other 
sets have pieces with very subtle 
changes. Only those with sharp 
eyes will be able to find them all. 
Snoopy's Game Club is enhanced 
with humorous sound effects that 
will keep kids interested in playing 
the game. Since each game has 
multiple difficulty levels, kids will be 
able to continue playing the three 
games as their skills improve. 
Snoopy's Game Club supports the 
mouse as well as most major sound 
boards including the Sound Blaster 
and Roland. The game also comes 
with a free membership in the Acco- 
lade Kids Club. Kids will never look 
at the computer the same way again 
after they have played with Snoopy 
and the rest of the Peanuts gang. 
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Each game of Picture Pairs 
reveals a Peanuts character. 
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by Decision Development Corporation 


Pilgrim Quest is a fun game and a 
very good teacher of the Pilgrim's 
history! Adults and children can learn 
from this game. The only drawback 
to this game is the fact that it does 
not support any sound cards, but the 
graphics more than make up for it! 

There are several ways you and 
your child can play this game. At 
game grade five, children will learn 
about the European explorers who 
sought trade routes. Pilgrim Quest 
can help them understand how the 
explorers and crews might have felt 
when they explored the unknown 
lands. 

At grade eight, your children will 
learn in detail the developments of 
the colonial era. This includes the 
development of an economy based 
on agriculture, commerce and handi- 
craft manufacture. They will also 
learn about the emergence of major 
regional differences in the colonies. 
‘When you are sailing across the 
Atlantic Ocean, be sure they take 
fruit or they will learn of scurvy as 
well! 

In the eleventh grade of the game, 
your children learn about democratic 
ideals and the economic framework 
that was incorporated into our nation 
when it was founded, and apply this 
knowledge to understanding signifi- 
cant events in the 20th century. 
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At certain points in the game, you 
will get helpful hints about what 
to expect in the days ahead. 
Above, spend your money wisely, 
or you will find colonization hard. 
255 Below, a storm on the Atlantic 
anni causes serious problems. 


Crossing the Atlantic can be very Prreeptember te 1070 t) 
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Pirate 
andallits cargo. All hands have 
been sold at auction on the 


You discover a 


a cache of buried corn. 
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Above: Finding a place in the new Snouhoe he THE MAYELOUER! 
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Pirates are just one of the many 
hazards you will face in crossing 
the Atlantic. 
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To explore any 
site, steer the 
shallop with the «+ 
keys. 

Return to the 
Ship and report 
your Findings. 


Pilarimlues 


Explore the Cape Cod area and 
find a good place to settle. 
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_ IN THE YEAR 2001, THE WAR ON DRUGS 
NEW HIGHS. 


HAS REACHED TERRIFYING 


The furious tide of drug cartels that flourished in the late twentieth century 
now blankets the world in the year 2001. At the request of nations all over the 
globe, the United States is asked to put an end to this juggernaut. 


Their answer? Advanced Tactical Air Command...an elite paramilitary task force 
commanded by you. 


Fight the war on drugs by leading a squadron of fierce, high performance F-22 
fighters against the best jets and missiles drug money can buy. 


Unleash devastating assaults on strategic targets. Develop comprehensive 
strategies. And lead 250 undercover agents against drug runners in the 
mountains, jungles, and cities of the world. 


- from MicroProse. Get your copy today. And roll back the tide of 
drugs forever. 


’ To order, visit your favorite retailer or call . 


Actual screens may vary. 
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Seriously Fun Software 


For IBM-PC compatibles! 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


QA THEMORKS 


A VERITABLE FEAST OF NEWS FOR LOYAL READERS! 


Fans of SSI's Advanced Dungeons 
and Dragons series will be happy to 
note the arrival of the first game in 
the Dark Sun series, Shattered 
Lands. They will be even happier to 
note that SSI is not stopping with just 
this alternative world, but is hard at 
work creating Spelljammer as well. 
Will we see even more of these vari- 
ant role-playing systems like Hollow 
World? We can only hope! Stay 
tuned to find out! 

CD-ROM users, read closely. 
Crosley Software located in (of all 
places) Alburg, VT is planning on 
releasing a 3 CD set that contains a 
whopping 20,000+ programs from the 
wonderful world of shareware. The 
set is tiled Shareware Bonanza, 
and it certainly sounds like it lives up 
to its name. 20,000 programs seems 
like a lot, but it's all divided and sub- 
divided into various categories for 
easy access. The set includes over 
2,000 games including the Share- 
ware version of Wolfenstein 3D and 
over 2,000 Windows applications. 
Hey, how many applications for Win- 
dows does one computer user really 
need? For techie wannabees, the 
total amount of information in the set 
rounds out to over 3 gigabytes. The 
big questions are, who would want all 
20,000 programs and why? 

Psygnosis is going to have a very 
hot fall. In addition to Walker and 
Carl Lewis Olympic Challenge, 
they're hard at work on games like 
Red Zone, Microcosm, Hired Guns 
and more. Noting that Psygnosis has 
always been one of the more innova- 
tive companies around, this writer is 
more than a little excited by the 
prospect of having half a dozen or so 
new toys to play with. 

Right now, the game I'm waiting for 


is El-Fish from Maxis. | know it's still 
in beta right now, but | want to play it! 
For more Maxis news, check out the 
preview of SimLife on page 70. Con- 
trolling the world has never been this 
good! Besides, it just wouldn't be an In 
The Works column without mentioning 
Maxis. They always have something 
going on! 

Hey Virgin, where's Heimdall? 
That's okay, we can wait for it while 
we're waiting for 7th Guest and Floor 
13. Virgin looks to be having a fall line- 
up akin with that of Psygnosis this 
year. Can't wait for these games. By 
the way, the new version of Dune 
looks pretty darn cool. If you played 
and loved the first Dune (like | did), 
you won't want to miss this one. It's 
totally different from the first and it isn't 
SO much a sequel as a totally new 
game. | also can't wait for the CD ver- 
sion of the first Dune, which is sup- 
posed to have digitized pictures from 
the movie. Now you can have Sting on 
CD for your stereo and your PC. 
Gosh, what a treat! 

Another one to watch for the next 
few months is Sierra. Sure, we've 
shown you Dagger of Amon Ra, 
King's Quest VI, and Space Quest V 
in this issue, but you haven't seen 
Incredible Machine, Quest for Glory 
lll, the VGA version of Quest for Glo- 
ry |, RAF in the Pacific, Aces Over 
Europe, Hoyle's Book of Games 4, 
Twisty History, etc., etc., etc. WOW! 
I'm totally overwhelmed. 

| Know that all CGR readers are 
nice, law-abiding citizens, but if you 
want a look into the seamier side of 
the computer world, take a peek at the 
latest offering from Katie Hafner and 
John Markoff. The book is called 
Cyberpunk: Outlaws and Hackers 
on the Computer Frontier. It tells the 
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individual stories of three hackers, 
those being Kevin Mitnick (a guy 
who managed to get into some top- 
secret files of a leading computer 
manufacturer), Pengo (a guy in West 
Berlin who hacked and phone 
phreaked for the Soviets) and Robert 
Morris, who single-handedly put the 
term "computer virus" into the main- 
stream when he brought down a 
nationwide network. The book is an 
interesting read and it's a little scary 
at times when you realize just how 
vulnerable we are. Take a look, but 
don't try to repeat any of these 
efforts! | know you loyal readers 
wouldn't do such a thing! 

Will we ever see Ultrabots? The 
world is waiting to find out! 

Stephen King fans, pay close 
attention. Capstone is currently 
working on a version of The Dark 
Half, the story of a writer and his, 
well, dark half. | won't spill the beans 
about what is planned for it, but 
expect the packaging to be ultra- 
cool. Look in the next issue of CGR 
for some more information on this 
title. 

What's with all of the oriental card- 
style games? Not only has Electron- 
ic Arts released Hong Kong 
Mahjong, but Buena Vista is doing 
a game called Heaven and Earth, 
which is based on a Japanese card 
game called Hanafuda. | guess in 
some ways, the West is still discov- 
ering the culture of the East. It's 
about time, if you ask me. 

That about wraps if for this time, 
folks, so remember to keep your 
flaps down and keep your head up. 
Be here next month for a whole new 
passel of information about what's 
coming and who's going in the big 
computer store in the sky. 


Actual screens may vary. 


REX NEBULAR IS FOR Hire! 


AND THE SPACEWAYS WILL NEVER BE THE SAME! 


Sus he’s for hire. But if he doesn’t pull off this job, Rex Nebular’s 
reputation as an interstellar adventurer and womanizer will take a 


bruising. If that’s still possible. 


All he has to do is retrieve a priceless vase for 


a really ticked—off Colonel Stone. It should be 
easy... NOT! 


Especially when this Cosmic Gender Bender gig 
has enough traps to send Rex to his grave a 


thousand times over. 


Rex will have to locate a cloaked planet. Survive 
the grotesque Gender Bender machine. Negotiate the perils of a vast 
underwater world. And tear himself away from legions of sex-starved 
aliens. Some of whom would like nothing better than to use our hero as 


breeding stock! 
And Rex thought women only wanted him for his mind! 


Save Rex Nebular from himself. And save the universe 
from Rex Nebular. Get your copy of Rex Nebular And The Cosmic 


Gender Bender today at your favorite retailer. 


- STIMULATING state-of-the-art graphics and animation! 


- Thousands of MIND-BENDING PUZZLES TO UNLOCK! 
- TITILLATING rotoscoped art! 


- EASY, HARD, and ADVANCED modes! 


- AROUSING INTUITIVE INTERFACE light years ahead of any other! 
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To get our free catalog, call 1-800-879-PLAY. 

| (Mon.- Fri., 8:30 am-5:00 pm EST.) | 

| , | 

| Or fill out the coupon and mail it to: MicroProse Software, Inc. | 

' 180 Lakefront Drive * Dept. D-10 * Hunt Valley, MD 21030-2245 | 
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Choose the Unsurpassed Clarity 


prin i /a nation Save 20%, 25% more and you'll s. 
Ervic | | fibe Even 30% over ATT hla Te - 2s MUCH as 


ane With Sprint PLUS™ Ph ine epg 
— 7 _ Save on Long 


— ne | sai my Away From Home, Too 


- continue to take advan- 
tage of clear calling and 
Savings even when you're 
away from home. Plus 
FONCARD is free, with cards 
available to every member 
of your family. 

The Serulee 


You Deserve 

At Sprint, we make no 
compromises when it 
comes to dependable, 
personal service - we do 
it all: operator services, 
directory assistance, 
customer service, even 


instant credit for wrong 
numbers. And we do it 
24 hours a day! 

No Risk Guarantee 

Your satisfaction is 
guaranteed: we'll pick up 
the cost of switching your 
long distance to Sprint, 
and will even pay to 
switch you back if you 
are not completely 
satisfied. (Some 
restrictions apply.) 

So why not sign up for 
Sprint and receive the 
clarity, savings and 


service you want while 
getting two Sierra games 
you enjoy? 


heed. 
See 
Ak ateeia. 


' \SIERRA 


*Offer valid only in the U.S. and for new Sprint customers. Not valid for FONCARD - only orders. Certain 
restrictions apply. Free month is up to $25 usage on 4th month invoice. 


tRate comparison based on Sprint PLUS rates (8/1/91) vs. AT&T basic state-to-state rates (7/1/91). 


Well, we’ve made it to our second 
issue with some really great comput- 
er-oriented questions from CGRs 
legions of loyal and literate readers. 
SO pass me the anesthesia and let’s 
get this operation underway! 


Q: What happened to the Ad Lib 
Gold sound card? | heard great 
things about it forever, then, sudden- 
ly, nothing! It has yet to show up at 
any of my nearby computer stores 
and | have even heard that Ad Lib is 
out of business. 

Is this true? It seems like just yes- 
terday Ad Lib was the leading low- 
priced sound board in the computer 
business. 


-Robert Tucker 
Kissimee, FL 


A: Ad Lib had some terrible luck 
with that Gold Card, Robert. At one 
point, as you say, Ad Lib was the 
number one sound board producer 
for PC gamers. Then they 
announced the production of the 
Gold Card which the Ad Lib brain- 
trust decided to market as a more 
expensive sound board aimed at 
professionals who would theoretical- 
ly use it in business presentations, 
rather than as a game board. 

Then came technical troubles. It 
turned out one of the chips used on 
the board was not up to snuff and it 
took a long, long time before the 
chip developer got all the bugs out. 
By that time, however, Ad Lib’s cash 
reserves were dwindling down to 
chump change and the company 
was forced into reorganization. 

! wouldn’t count Ad Lib out of the 
sound board picture, however; now 
that the Gold card is up and running, 
we may be hearing from them in the 
foreseeable future. 


Q: My copy of Darkseed from 
Cyberdreams just crashed, but the 


box says the game is 100% IBM 
compatible. What’s up? 


-Don Rogers 
Medford, OR 


A: There are so many different 
configurations of PCs, Don, that 
testing for 100% compatibility can 
drive a publisher crazy. Seems that 
just after Darkseed was released, 
Cyberdreams discovered it didn’t 
work with a certain Hewlett-Packard 
configuration. But talk about dedica- 
tion - Cyberdreams actually sent a 
team of techies to the home of the 
first user who complained, then 
removed all copies of the game from 
store shelves for three weeks before 
returning the now genuinely 100% 
compatible games to retailers. 


Pretty impressive, huh? If you had 
a problem with the game, by the 
way, call Cyberdreams at 818-348- 
3711. | don’t think they’ll send the 
Computer Game SWAT Team, but 
they will replace the disk. 


Q: I’m fascinated by this new com- 
puter technology called “Virtual 
Reality." What is it? How does it 
work? Where can | go to experience 
it? From what I’ve heard, this is the 
hottest thing in electronic games yet! 


-Ed Swider 
Staten Island, NY 


A: There are several forms of what 
is generically known as Virtual Realli- 
ty, though | believe that term is the 
property of certified genius Jared 
Laneer who developed the basis for 
this concept a decade ago. 

Early experiments in VR involved 
a subject standing on an empty 
Stage with a video camera filming 
him and projecting the image onto a 
nearby monitor. Although the stage 
was empty, when the subjects 
looked at themselves on the moni- 


tor, they were surrounded by, say, 
drums and musical instruments. If 
the subject took a stick and hit the 
position where the drum appeared 
on the monitor, the drum could be 
heard. 

The most recent commercial 
development in this type of technolo- 
gy is “Virtuality,” a combination of 
VR and an arcade game. Virtuality 
systems were showcased in test 
runs across the country and recently 
The Virtuality Center opened in the 
Union Station Building in St. Louis. It 
contains four stand-up and four sit- 
down systems. The stand-up sys- 
tems can all be networked together, 
as can the sit-downs, so that up to 
four players can experience the 
same journey through “cyberspace. " 
There are several games that go 
beyond the journey through 
cyberspace, including Dactyl Night- 
mare, a chase game set on a space 
platform, and ExoRex, in which 
players wearing robotic exoskele- 
tons stalk one another. 

How does it work? Players wear 
helmets containing tiny, stereoscop- 
ic monitors which fit over each eye, 
creating the three-dimensional 
effect. The helmet is also studded 
with sensors, so that when the play- 
er turns his head to the right, the 
computer instantly knows what the 
player should see there and displays 
that visual information. 

We have, of course, barely 
scratched the surface of this incredi- 
ble new technology, but for the first 
time the general public can step into 
worlds beyond their wildest dreams. 


And that about pulls our plug for 
this issue. I’ll be back next month 
and you folks send me your ques- 
tions, comments and criticisms! 
Word. Send all Q's to: 

The Game Doctor (CGR) 

c/o 330 S. Decatur, Suite 152 

Las Vegas, NV 89107 
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ABC Wide World Box 
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Algebra Made Easy 
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American Gladiators 
Animation Studio 
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B-17 Flying Fortress 
Back to the Future 3 
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Barbie Adventure 
Bart Simp. House/Weird 
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Battle Isle 
Battles of Napoleon 
Battlestorm 
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Castle of Dr. Brain 
Cathy Daily Planner 
Challenge Ancient Empr 
Champions 
Champions of Krynn 
Checkmate 
Chemistry Works 
Chessmaster 3000 
Chessmaster 3000 Win 
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Conquest of Comelot 
Corporation 
Crime Wave 
Crisis in the Kremlin 
Crossword Magic 
Cruise for a Corpse 
Dagger of Amon Ra 
Dark Queen of Krynn 
Darklands 
Darkseed 
Death Knights Krynn 
Delxe Paint Animation 
Delxe Paint || Enhned 
Design Yor Own Home 
Design Your Own Railrd 
Designasaurus || 
Dino Wars 
Disney Ent. Pack 
Dr. Quandry 
Dragon’s Lair 
Dragon's Lair 2 
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Tales:Quest Gold 
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Dune 
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Dynamix Bundle 

Earl Weaver 2 
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Player & M a Disk 

Ear Weaver 2 

Earthquest 

Eco Phantoms 

Eco-Quest 1 
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EWira 2:Jaws/Cerberus 42 Mean Streets 19 
59 Entrin. Pak Win. 1,2 or 3 28 Mechwarrior 19 
52 Eye of the Beholder 32 Medieval Lords Ks] 
30 Eye of the Behokler 2 38 Mega Fortress 26 
25 EZCosmos 42 ission Disk 27 
39 F-14 Tomcat 19 Mega Traveller 1 or 2 37 
29 F117a Stealth Fighter 2 41 MegMan3 17 
14 Facts in Action 31 Merchant Colon 31 
37 Falcon a ™ 45 eae usic 31 
xt) . Fighti , 's, 
25 Fami Tres. Maker 42 or 1-2-3's 35 
32 Far Side Cmptr Calendr 49 Mickey's Crossword 19 
25 Farm Creativity Kit 17 Mickey Puzzles 31 
65 Femme Fatale 26 Mickey ABC Combo 37 
19 _ F. F. Data Disk 21 Micro 31 
18 Fighting for Rome 29 Microleague 4 Baseball 39 
30 Final Conflict 29 Microleague F.B. Deluxe 42 
49 Flames of Freedom 31 Midnight Rescue wD 
74 Flight of the Intruder 37 Might and Magic 3 B 
39 Simulator A.T.P 37 Millenni yc) 
25 Flight Simulator (M.S.) 41 Milliken Storyteller 32 
26 ~=—s Arctt & Scen Dsgn 28 Mike Ditka Ultimate F.B. 37 
% = California 37 Mixed-Up Fairy Tales x” 
16 ight Planner 25 Moonbase 35 
25  FSPro 24 Murder 29 
25 Great Britian 37 Mutanoid Math 31 
30 Instant Fac. Loc. 26 Nigel's World 31 
30 Instrument Pilot Scenery East or Ninja Turtle Arcade 35 
31 West U.S. Ninja Turtle: Adventure 31 
32 Scenery Set A 37 's Ambition 37 
31 Scenery Set B 37 No Greater Glory 42 
31 Scenery Enhance Edit 25 Number Muncher K 4) 
19 Sound & Graphics 25 Obitus 2 
17 Tahiti 19 Omar Sharif Bridge 37 
25 + Western Europe 19 Operation Neptune 3 
25 Fly Grand Can 37 2 
37 Four Crystal of Trazere 32 Oregon Trail 28 
30 Free DC 37 Once Upon a Time (ea) % 
32 Global Conquest 37 Out of This World % 
29 ther 29 x 4) 
35 s 25 Overlord x 4) 
30 Gold of the Aztec 31 Pacific Islands 31 
42 Gold Sheet Pro Foot B 37 Paperboy 2 27 
31 Grand Slam Bridge 20 PC Globe 39 
15 Gunship 2000 3% PC USA 31 
29 Guy Sp 29 PC Study Bible 90 
42. Hardball 3 35 Penthouse Jigsaw 26 
37 Hare Raising Havoc 29 Perfect General % 
32 Harpoon 32 Perfect General Data 22 
36 Harpoon Challenge 42 PGA Tour Golf 32 
19 Headline Harry 37 PGA Golf Windows 38 
30 Heimdall 25 Course Disk DOS/Win 19 
43 Heros of 357th 32 PGA Golf Complete 49 
30 Hole in One Golf 22 Phonics Plus 235 
38 Hong Kong Mahjong 32 Pinball 29 
20 Hoverforce 31 Pitfighter 22 
34 Hoyles Bk Game 1 or 2 22 Planets Edge a 
38 Hoyles Book Game 3 30 Playroom w/ Sound 31 
32 Indiana Jones 4 37 Police Quest 3 37 
38 jack Nicklaus Signature 42 Pools of Darkness Ks] 
39 J. Nick. Crse 3,4 or 5 14 Populous 2 38 
38 J. Nicklaus Clip Art #1 17 Powermonger 32 
39 Jetfighter 2 39 Principles of Biology 25 
47 Jimmy Conners Tennis 32 Principle of Calculus 25 
17 Jobhunt 30 of Chemistry 25 
30 Kid Pix 35 Print Shop, New % 
32 Kid Works 29 Print Shop Companion 31 
37 Kings Quest Bundle 39 Print Shop Graphic(ea) 22 
39 Kings Quest 1 VGA 37 Quest for Glory 1 VGA 22 
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CIRCLE #121 ON READER SERVICE CARD. 


by Sierra 


The long awaited sequel to the most 
popular series in computer gaming 
history is coming soon: King's Quest 
Vi: Heir Today, Gone Tomorrow. 
Prince Alexander is back, longing for 
Cassima. He is shipwrecked and 
must make his way through a series 
of islands, each with its own unique 
look and cast of characters. Different 
landscapes range from the amusing 
to the terrifying. 

King's Quest VI is huge! It is quite 
possible to play the game through 
without seeing or solving everything. 
Fully 30-40% of the game is optional, 
allowing beginning players to com- 
plete the story with plenty of chal- 
lenge but a minimum of frustration. 
Extensive video-capturing of actors, 
each artistically enhanced and fully 
animated, makes this the new stan- 
dard in fantasy adventures! 

Heir Today, Gone Tomorrow fea- 
tures all the romance, magic, chivalry 
and brain-bruising challenge that liter- 
ally millions of fans have come to 
expect from the King's Quest series. 
Who is Vizier, and what dark crea- 
tures does he control? Is Cassima 
really in love with Prince Alexander, 
or is this part of some nefarious plot? 

King's Quest VI: Heir Today, Gone 
Tomorrow features 256 color VGA 
graphics and live actors. King's Quest 
Vl also supports the Roland, Sound 
Blaster, Sound Blaster Pro, Adlib and 
other major sound cards. 

Prepare to accept the challenge of 
this latest adventure or the conse- 
quences may be severe! As always 
with the Kings Quest series, Roberta 
Williams comes shining through 
again! Watch for this one ! 


rif 


Stunning graphics and an 
excellent musical score 
bring the excitment of the 
King's Quest series to new 
heights! Prepare for an all- 
new adventure! 
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by Sierra 


Fans of the Space Quest series, 
take heart! The sequel, Space Quest 
V: Roger Wilco in The Next Mutation, 
is on the way, and it looks better and 
funnier than ever! 

The most highly decorated janitor in 
all creation is back...and now he is a 
newly-graduated star ship captain 
(yes, captain). Zip through the cos- 
mos with Roger and his rag-tag crew 
of misfits and screwballs as they pur- 
sue the space villain who is dumping 
bio-hazardous waste on unsuspecting 
planets. 

Clean up the universe as true 3-D 
images realistically sweep by. Escort 
Roger as he meets the famed "“holo- 
gram woman" from Space Quest IV. 
You will help our hero as he makes 
the transition from custodian to Cas- 
sanova, while making the universe a 
safe, clean place to take the kids. 
May the farce be with you! 


Liberty or Death 


by Koei 


Get ready, all you military simula- 
tions fans! Koei has just announced 
a new game called Liberty or Death. 

Liberty or Death allows you to 
experience the battles of the Ameri- 
can Revolution. You can choose to 
play as either the Colonial or British 
armies. If you choose to play as an 
Colonial Commander, it will be your 
job to fight the British with all your 
strength to gain your independence! 
Remember, if you lose, there will be 
no freedom! 

lf you choose to be a British Com- 
mander, it will be up to you to stop 
this revolution at all costs! You will be 
in charge of all the great generals of 
the war. You must keep your sup- 
plies stocked up to build the neces- 
sary cannons and forts. Liberty or 
Death supports CGA, EGA, VGA, 
and most major sound boards. 


‘cost: 


LIBERTY” DEATH 


Roger has a new ship 
and a new command, 
which he earned by 
his (ahem) studious 
nature and old-fash- 
joned hard work! 
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Race Into Space 
by Interplay 


“lkegiae _gunsepeianafad aq sinnahsennhay nail iet 


LIFT-OFF! The roar of the giant Sat- 
urn V engines is deafening as the 
gleaming rocket clears the launch 
tower. Within minutes, it has enough 
velocity to reach orbit. America's 
space program is headed for the 
moon! However, for two years the 
Russians have been working on a 
larger, more powerful rocket. Could 
they be secretly planning a mission to 
land on the moon? Will they get there 
first? 

Buzz Aldrin's Race Into Space is a 
computer simulation of man's greatest 
adventure: the race to the moon. It 
recreates all the excitement of every 
space mission using digitized footage 
from lift-offs, space walks, lunar land- 
ing and splashdowns. 


As Space Director, you have at your 


disposal the entire space inventories 
of either the U.S.A. and U.S.S.R., and 
can plan and direct every conceivable 
space mission: sub-orbitals, orbital 
manned and unmaned duration 
records, lunar orbits and even emer- 
gency space rescues! 

You get to recruit and train over 140 
astronauts or cosmonauts and deter- 
mine which ones have the "right 
stuff." You determine, develop and 
actually schedule and launch individu- 
al space missions. 

Buzz Aldrin's Race Into Space 
offers twenty different approaches to 
the moon. Do you follow history or do 
you cut your own path to glory? Will 
the United States land on the moon 
first, or will the Russians continue to 


dominate space and plant the red flag _ Developer: Interplay — 


=  gaiag gine three levels of » Saleen: lee , Compatibles — 
. _ Graphics: VGA 


difficulty, complete astronaut history, - 
full musical scores and supports | Theme: Simulation | 


Roland, Adlib, Sound Blaster and _ Sound: Ac lib/Sblaster Roland — 


Sound Blaster Pro. If you are the sim- _ Available: ¢ eptember, 1992 


ulator type and you like to fly, do not Cost: $69. 95 
miss this one! 


Control the flight of your spacecraft from the command center, pic- 


tured above. Below: make your way around this sprawling complex 
to get your people into space first! 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 


friends. 0 With GEnie, the possibilities are endless, the 


MULTIPLAYER BATTLETECH™ 


AIR WARRIOR® | > 
on { 
corporation 


STELLAR EMPEROR™ 


storip Pu 
ovt. 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. © Signup now: |. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99314, CGR92 
then press RETURN 4. Have a major credit card or your 
checking account number ready. © For more information 
in the U.S. or Canada, call 1-800-638-9636. 


(GEnie 


multi-player games 


100% ORGANIC OPPONENTS 


trope 


at Dohet 
| 4 he hi i +f net 
ia ae 92.39 stnorer 
Léie a 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


CIRCLE #139 ON READER SERVICE CARD. 


This is no ordinary adventure, 
enthusiast! This is not a simple 
game nor is it for the weak. Do you 
take the Challenge of the Five- 
Realms, or do you cower in fear? 
Your life as the son of a king was 
simple until you saw your father bru- 


tally destroyed. His killer threatens 
to do the same to you if you do not 
turn over the crown to him. Your 
only hope of saving the land lies in 
your exploration of the five realms. 


Each of the five realms (your 
world, the subterranean land of the 
gnomes, the undersea kingdom, the 
air realm and the forest land of the 


elves) are completely different. Each 
race of creatures have their own 
abilities and their own personalities. 
Travel the land below with a 
scrolling map at your disposal. You 
must find your way into each of the 
realms, and each player will discov- 
er his or her own path. As your party 


size increases, members of your 
group will begin to bicker with each 
other and will also volunteer for 
tasks that they feel they can accom- 
plish. 


In creating your character, you can 
design exactly how you want to look. 
lf you have the ability to scan pho- 
tographs, you can even include your 
own picture as your character! Be 
prepared for an adventure of a life- 
time with Challenge of the Five 
Realms from Microplay! 


F. J. Lennon, Vice President of 
Microplay and designer of Challenge 
of the Five Realms took a few min- 
utes out of his schedule to talk to 
CGR about what to expect from this 
latest adventure title. . . 


CGR: What makes Challenge of 
the Five Realms different from 
other role-playing games current- 
ly on the market? 


F. J. Lennon: "One big thing that 
makes this game different is the fact 
that there is so much variety to it. It 
takes place in a medieval kingdom. 
Inside this kingdom are five realms 
that are sort of like five different 
dimensions. For instance, there is 
an underwater kingdom. It has a dif- 
ferent race of beings with a whole 
different personality. In addition to 
this realm, there is an air realm, a 
forest realm and a subterranean 
realm. It's nice, because in each of 
these realms, you could do an entire 
game. 2 

"One of our big goals was to make 
each realm look completely different 
from the others. Each one is unique. 
A lot of work went into the different 
cultures and the different race per- 
sonailities. It's not the standard game 
where you have one major goal. 
Another unique aspect of this game 
is that you need to get to all five of 
the realms, but how players discover 
each one will be very different. 
There is a lot of freedom of move- 
ment. 

"We wanted Challenge of the Five 
Realms to not have the dismal dun- 
geoney look that you get with other 
games. A lot of the adventure has a 
very bright look to it. We wanted it to 
look like a fantasy game and not a 
dungeon game." 


CGR: What additions will be made 
to the CD-ROM version? 


FJL: "We want to add a lot more 
graphic scenes. There is a substan- 
tial introduction and a big finale, but 
interspersed throughout are more 
scenes. For CD-ROM, we will add 
some additional cinematic scenes. 
We also want to have all voice 
instead of having text on the screen. 


The story will remain the same. 
What we do with CD-ROM is give 
the product more enhancements. 
Our goal is to never produce a 
straight forward port-over to CD- 
ROM." 


F. J. Lennon of Microplay 


CGR: How large, as far as average 


playing time, is Challenge? 


FJL: "I would say it's roughly 60 to 
80 hours of gameplay for the aver- 
age player." 


CGR: How long did the game take 
to develop? 


FJL: "We began it at the end of last 
summer, around August or Septem- 
ber. So, it will probably take a little 
less than a year. We wanted to have 
a surprise ending, so the game 
takes an unpredictable turn at the 
end. From the intro, you think there's 
this evil person and you go kill him, 
but the end is not what a lot of peo- 
ple would expect. This took a little 
time to develop." 


CGR: What was the most difficult 
part of the development process 
on this title? 


FJL: "We put a lot of work into cre- 
ating an environment where charac- 
ters will have personality, especially 
the people in your party. The char- 
acters begin to volunteer for tasks 
on their own if they have the skills to 
best accomplish it. We did that with 
Megatraveller 2 where the charac- 
ters take action based on their skills. 
In Challenge, we took it a step fur- 


ther. The big thing with this game. 


was that we wanted to convey the 
different personalities of the races 
where they might bicker back and 


forth. For example, gnomes don't 
like elves and vice-versa, so having 
one of each in the party will cause 
some arguing. 

“The artwork was another big chal- 
lenge, in trying to give the game a 
real fantasy look. There's a lot more 
artwork than we've ever done for 
another game in Challenge of the 
Five Realms. 

"Another tough part of the devel- 
opment process was coming up with 
a story and a plot that isn't pre- 
dictable. The story is also a little dif- 
ferent, and we feel it's memorable, 
but with so many role-playing games 
on the market, it wasn't that easy to 
do." 


CGR: Most developers say that 
the most difficult part of any pro- 
ject is also the most rewarding. Is 
that the case with this game? 


FJL: "Yes. It's very satisfying when 
the whole game is put together. | 
think we'll have something here 
that's really a step above what we've 
done in the past, particularly in the 
story and character development 
end." 


CGR: Are you currently planning 
a sequel to the game? Do you 
foresee a continuation of this 
story into another game? 


FJL: "We don't have a sequel 
planned at the moment, but that 
doesn't mean we won't make one. 
The environment we have created is 
really rich, so it's easy to go on and 
on with the realms we have created. 
If this game does well for us, sure, 
we'll do another. We'd love nothing 
more than to build upon this king- 
dom and this story." 


The Microplay staff 
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Get 12 issues of EGM plus a collector's T-Shirt for only $27.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 
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City 
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$20.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American 
Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. branch bank.) 


$1170 


Please allow 6-8 weeks for your first issue. 


T-SHIRT_WITH._PAID:ORDERS ONLY. 


SUBSCRIBE TO EGM 


AND GET AN OFFICIAL EGM T-SHIRT FREE! 


Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu- 
sive coverage of the hottest video game 
action you can find. 


EGM is the only mag loaded with special 
pull-out strategy guides, killer maps and 
super secrets that will send your scores 
soaring! 


You find all this and more only in the 
Biggest and Best video game magazine! 
Be the first to get every action-packed 
page delivered to your door by subscribing 
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Air Buck$ 


by Impressions 


The game begins in the year 1946. 
You have managed to purchase a 
small Dakota DC-3. Starting with only 
$100,000, it is up to you to make the 
key decisions which will decide 
whether Air Buck$ will mature into a 
globe-spanning empire, or crash and 
burn. Unless you go under, the game 
will span the ensuing years and 
decades. Not only will your own for- 
tunes evolve, you will also live 
through this period of modern history. 
The world about you will change. 
Whether it is the introduction of the 
first civil jet airplane or the death of a 
great world leader, no year will be the 
same as the last. You will see news- 
paper clippings of significant recent 
events at the end of each game year. 

You will begin the game at the age 
of 25 and carry on until your retire- 
ment forty years later. At the end of 
each year (and particularly at the end 
of the game) the airline industry will 
announce its awards to the compa- 
nies with the highest turnover, largest 
fleet and most air routes. Your aim is 
to finish the game with the best rating. 
lf you fail to do this but your ratings 
are good, you have still achieved 
something. You will be shown finan- 
cial results for each airline every year. 
Air Buck$ is one of four main competi- 
tors fighting for control of the world's 
airlines. Each of the four airlines can 
be assigned to computer or human 
control, or disabled altogether. 

Air Buck$ supports EGA / VGA 
graphics, and also supports the Adlib 
and Sound Blaster cards. You will be 
blown away with all of the features 
you have to control. For instance, 
when you purchase a new plane or 
want to refurbish and existing plane, 
you decide how many first class and 
coach seats to use. All the planning 
comes down to one question: will you 
be a major airline or will you be a 
short-hop express? May the best 
business win! 


| 4.International 


A brand new plane is unveiled! 
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TECH-SPECS 
Developer: Impressions 
Format: PC/Compatibles 
Graphics: EGA/VGA 
Theme: Airline Simulation 
Sound: Adlib/Sound Blaster 
Available: 3rd Quarter, 1992 


Cost: Not determined 


: Bucks : 
Z2.International 2. Trans-Global 


Left: On- your 
retirement, you will 
see how well your 
airline performed. 
You want as many 
of these awards as 
possible! The map 


below and to the 


left is your main 
playing area. From 
here, you will see 
your airports, the 
routes your planes 
will fly and your 
competitors. You 
can also view gen- 
eral information 
such as a flashing 
airport indicating 
a current strike. 
You can choose 
from all of the 
options at the top 
of the screen. 
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Chart your growth in the game! 


It is your decision if the 
passengers will be 
comfortable or ‘not! 


Terminator 2029 


by Bethesda 


Terminator 2029 promises to keep 
all of the action you've seen in the 
Terminator movies! During the latest 
incursions against Skynet Central 
Command, a prototype of a combat 
assault armor was found hidden in a 
subterranean vault. It has been theo- 
rized that this armor was the precur- 
sor to the fully mechanized Termina- 
tor units manufactured by Skynet after 
its systems came on-line. Colonel 
John Connor quickly recognized that 
if the power of this armor could be 
harnessed, it might bridge the gap 
between Resistance personnel and 
Skynet's battlefield forces. The result 
was the Advanced Cybergenetic 
Exoskeleton or "CyberGen," a military 
assault armor uniquely designed to 
combat Terminators! In an effort to 
turn the tide in favor of the Resis- 
tance, Colonel John Connor looked to 
his Special Operation Group. Their 
heroic efforts created a unique 
weapon, the Cybergenetic Combat 
Assault Armor. Chosen as one of the 
elite commandos to be outfitted in the 
CyberGen Armor, you are to battle 
Skynet's forces on the twisted and 
charred landscape of L.A. in the year 
2029. This role-playing action adven- 
ture will let you generate your own 
character. After your character gener- 
ation you will be briefed on your cur- 
rent mission objective. After your mis- 
sion you will be debriefed and you 
may receive promotions or demo- 
tions, based upon your mission per- 
formance. Choose your own weapons 
and defensive systems and do battle 
against Skynet's forces! Targeting 
sights are accurate down to a pixel. 
You may be able to repair damage 
systems and heal your injuries, but be 
careful--the enemy will be using an 
advanced detection system to find 
you! Terminator 2029 requires VGA, a 
hard drive and an estimated 12-15 
free megs. The Roland and Sound 
Blaster soundboards are supported. 
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Dog Eat Dog 
by Buena Vista 


Have you ever worked in an office 
where you just cannot climb the cor- 
porate ladder? Well, job advancement 
will never be the same after you play 
Dog Eat Dog: An Adventure in Office 
Politics. The world of back stabbing, 
schmoozing and corporate intrigue 
puts players on the fast track to the 
top of the company ladder, but with a 
technological twist. Using a "neural 
network," Dog Eat Dog allows the 
computer to think and learn from 
every action and move, either on 
screen or off. So, every comment and 
interaction with the game has an 
effect in the outcome and reaction of 
the other characters in Dog Eat Dog. 
Players will take on the role of a 
"goody goody" or the "bad egg" and 
switch back and forth, changing and 
twisting the story into a myriad of end- 
ings. This is the easiest way to get 
that promotion! 


by Three Sixty 


Attention! Military simulation fans, 
front and center. Three Sixty has 
come up with a winner! Never before 
has a military simulator let you do so 
much! You control everything from 
the first shot to the soldiers’ 
weapons. You can change just about 
anything you wish on any weapon! 
This includes the range, the amount 
of damage and the accuracy. 
Whether it is a hand gun held by your 
captain or a fifty millimeter cannon on 
a plane, changes are up to you. Now, 
there are more options on the move- 
ment of troops. Your army relies on 
you: you choose where they go, 
when they go, and how they travel. 
Patriot may set the standards for all 
of the new military simulations com- 
ing out in the future! Patriot supports 
VGA graphics and most major sound 
boards. Do not pass this one up! 


Above left: You can choose to be the ruthless boss of the corpo- 
ration or (above right) you can be the lazy one and drift away to 
sleep while someone else does your work (below right). The 
choices are yours to make, so plan carefully. Tempers in the 
workplace in Dog Eat Dog can run high, just like in the real world, 
so watch your step around the other corporate workers! 
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_ Available: Fall, 1992 
Not Determine : 


See the full view of 
your armies, complete with 
valuable information. Right: A 
breakdown of your forces. 
Below and to the right: This is 
a typical spit screen view! 
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by Ocean 


It has been six months since the 
announcement of the Delta City pro- 
ject. OCP is now in a desperate situa- 
tion as they stand to lose billions of 
dollars if work does not commence 
within the week. Citizens of old Detroit 
have been reluctant to move from 
their homes, so OCP has hired a spe- 
cial army group called the Rehabs. 
They are Urban Rehabilitation Offi- 
cers who are routing people from their 
homes. RoboCop is drawn into the 
battle against the authorities as the 
construction of Delta City moves even 
closer. 

Your objectives are simple: protect 
the innocent, uphold the law and 
serve the public trust! RoboCop can- 
not violate these objectives; any viola- 
tion will result in shutdown! He is 
capable of walking, flying, driving and 
is proficient in all forms of combat. As 
a member of the metropolitan Police 
force of Detroit, the Security Con- 
cepts' RoboCop will be provided with 
a police Turbo Cruiser. The latest 
addition to the RoboCop armory is a 
Flight Pack. This is a specially adapt- 
ed jetpack which allows him to 
achieve full flight! 

In addition to the RPG-style game, 
RoboCop 3 comes with an arcade- 
type game. There is no real scenario 
in this game, as you must create one 
for yourself. You decide the order of 
events, although all levels must be 
completed before you succeed! You 
start off with "Media Break News," 
each headline being a different sec- 
tion in the arcade game. It gives you 
the opportunity to go into any of the 


Battle your foes with bravery. 


TECH-SPECS 


Get ready, Robo- 


=m Cop. It is time for 


high speed pursuit 
in your Turbo 
Cruiser, issued to 
you by the police 
force of Detroit 
(shown to the left). 
Get into hand-to- 
hand combat, 
which will include 
a rather nasty ene- 
my. You just might 
be able to use the 
all-new jetpack, 
which is so secret 


'| the picture is not 
| even shown! Even 


the holiest’ of 
places (left) may 
not be safe for the 
citizens of Detroit. 
It is up to you to 
secure the city! 


Corridors hold many dangers! 


(Below) Find the cor- 
rect door and you will 
be rewarded! 


five available sections. Upon comple- 
tion of each section, you will be taken 
back to the news headlines, where 
you start again. You may take as 
many guns as you need to complete 
the more difficult levels. RoboCop 
comes with 256 colors, and supports 
most major sound cards. If you are a 
fan of the movie, you'll love it! 


Developer: Ocean 
Format: PC / Compatibles 
Graphics: VGA 

Theme: Action 
Sound: Major sound cards 
Available: 3rd Quarter, 1992 
Cost: Not determined 


We got quite a 
number of responses on 
Ashley Lipson's crossword puz-- 
zle. If you remember, this is the 
guy who is a practicing lawyer 
and a game designer who, in 
what little spare time he must 
have, designs crossword puz- 
zles. Well, for those of you who 
entered and for those who sim- 
ply did the crossword puzzle for 
the heck of it, here is the 
answer to the puzzle that was 
printed in our June issue. The 
following five people are going 
to walk away with a copy of 
Transmedia's Objection!, the 
game that Mr. Lipson created: 
Nicholas Peters of Wichita, KS; 
Shelly Bare of Ft. Ord, CA; Eric 
V. Piel of Springfield, MO; Jef- 
frey Komatsu of Oxnard, CA; 
and Robert Mihela of Windsor, 
Ontario, Canada. Ten other 
lucky winners will receive their 
very own CGR T-shirt Thanks to 
all who entered. Remember, 
when it's time to take the law 
into your own hands, the best 
way to do it is in court, and the 
best way to learn about the law 
process is to play Objection! 
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Motes on the Murclock case: 
___ Christine Bennett - wife of the 
by Capstone | f i my 1 is H a ~ Witr - E | 
All of you L.A. Law junkies out there i a aA cuts Mone wee 
prepare yourself for the court case of = | | ' 
your life. All of your favorite charac- 
ters are included in this role-playing 
adventure from Capstone. Take on all 
kinds of cases. How you do the 
research and how you try the case 
will determine the outcome of the suit. 
Every case has several different pos- 
sible outcomes! What you are trying 
to do is get your name on the door 
with Mckenzie/Bracman. You will start 
out either Johnathan, Ann or Tommy. 
Try cases, do research, interview the 
witnesses and much more! If you get 
stuck on a particular case or question 
you can always ask one of the famed 
stars like Grace and Arnie. L.A. Law 
supports 256 color VGA graphics, and 
most major sound cards! Get your 
copy when it is released, but don't 
steal it, because you may wind up in 
court yourself! 


by Virgin 


Dune 2 promises to be like no other 
game. This game will be like a mili- 
tary simulation based in the future. 
The war will take place on the planet 
Arrakis. It will be up to you to defeat 
your enemy, using any means that 
are available to you. Dune 2 will SUD- peepee ree 
port 256 color VGA graphics, and | sy 
also supports the Roland, Adlib and | 
Sound Blaster cards. 


Using an easy point and 
click system, you can 
take to the battle field 
and use your equipment 
to defeat your enemy. 
The incredible graphics 
and cinematic displays 
make this game one to 
watch for! 
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by Psygnosis 


Walker by Psygnosis is a true action 
packed game. You are in control of 
the brand new, incredible machine 
called Walker. It is up to you to 
maneuver this piece of high-tech 
hardware through the land, blasting 
away everything in sight. Watch your 
damage indicator climb if you let any 
of the men through. They will try to 
stop you at all costs, and they will 
climb your walker to get to you! Walk- 
er supports 256 color VGA graphics. 
Walker will also Support most major 
sound cards. A nice feature in this 
game is the animation. When you 
move the cross hair, your cannons 
move onto the target and you will see 
the head move very fluidly; there is no 
choppiness. Run (do not walk) to the 
nearest software store and check out 
Walker! 


Sherlock Holmes 
il 


by Icom 


This new Sherlock Holmes will 
include three new cases for you mur- — 
der mystery buffs to solve. Now 
added into Sherlock Holmes II is the 
ability to fast forward and rewind 
menu icons to make reviewing evi- 
dence easier and more efficient. The 
first new case, "The Two Lions," 
challenges the extent of your vocab- 
ulary, but the deaths are no game. 
What was the motive behind their 
killings? 

The next mystery is called, "The 
Pilfered Paintings." The paintings 
ares a real artistic expressions, but 
they were recently stolen. 

The third quest is the case of the 
"Murdered Munitions Magnate." The 
man in question had entrepreneurial 
skills, but now he's dead! Can you 
solve this and the other tough cases? 
Elementary, my dear reader! 


TECH-SPECS | 
Developer: Psygnosis | 
Format: PC / Compatibles 
Graphics: VGA a 
Theme: Action - 
Sound: Most major boards 
Available: Fall, 1992 — 
Cost: Not Determined 


TECH-SPECS 
Developer: Icom 
Format: PC / Compatibles 
Graphics: VGA ee 
Theme: Role Playing 


Sound: Most sound cards 
Available: October, 1992 


Cost: $69.95 
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 SimbLife— 


by Maxis 


Have you ever wanted to create the 
| world in your own image? Have you 
/ wondered how different the world would 
i be if horses were carnivorous or if 
1 roaches became highly intelligent? 
' Does the thought of playing with nature 
|| and Darwin's theories thrill you? If so, 
i) look no further! 
| In SimLife, you have the ability to cre- 
i) ate an entire world and populate it with 
| creatures of your own design. You must 
| give each creature an intelligence rat- 
| ing, a food choice, a habitat, a gestation 
period and more! Then, using the many 
tools at your disposal, you can set your 
creatures down on the planet and see 
how they survive and mutate over time. 

Of course, it really is not that simple. 
Since each creature only eats a certain 
type of food, you must be sure that an 
adequate food supply is available for 
each animal type. Creating a food chain 
is difficult work, especially since a horde 
of herbivores will raze a field of grass in 
_ seconds, leaving themselves without a 
‘next meal and leaving you with a pile of 
starving animals! 

SimLife has several different scenar- 
ios, each with its own objectives and 
problems. As with other Maxis Sim- 


| games, you also have an experimental 


mode where you can control the envi- 
- ronmental conditions all the way down 
| to the percentage chance of a mutation 
in each individual species of animal or 
plant. You can also create an entire 
world to your specifications, including 
amount of rainfall, average temperature 
and length of days and seasons. 

_ Also similar to other games in the 
Sim-series, SimLife has a disaster 
menu. However, in this game, civiliza- 
tion is a disaster! After all, when it 


| comes to environmental hazards, no 


one creates them quite like humans! 

| Some of your creations will not make 
| it while others will quickly adapt and 
thrive. Only through trial and error (and 
a little bit of genetic luck) will you finally 
make a world as diverse and populated 
as Earth. Watch for this game later this 
year! 
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SimLife gives you a number of different windows to look at as you 
populate your world. Note that the bottom right picture shows how 
you can make your own animal icons! 


Map of the World 


Create | your world Lenoels the way you want it t with the Build World 
option. Some of the variables you can change include the number 
of mountains, the average climate, the percentage of rivers aso 
lakes and the amount of rainfall across the planet. 
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Be prepared, adventurer, for an 
adventure unlike any you have 
experienced before. Be ready to 
explore dungeons of all kinds 
(including towns) and the first 
ever underwater dungeon! 


In the beginning 


First, as always, you have to 
choose your party. This is not as 
easy in this game as in others by 
SSI. The combination of different 
types of characters and different 
races makes it somewhat hard to 
choose. It is important to distin- 
guish between the various races. 


The two types of Dwarf avail- 
able for characters are Hill 
Dwarves and Mountain Dwarves. 
The Hill Dwarves are especially 
resistant to magic and poison. 

Mountain Dwarves are more 


a £37 LE Oe 


hn, 


refined that their hill cousins, other- 
wise they are almost identical. Writ- 
ers note: Hill Dwarves were used 
as fighters for this strategy guide. 

The next choice concerns the Elf 
race. There are three types of elves 
to choose from. 

Silvanesti Elves (High Elves) are 
tall, arrogant and nearly immune to 
sleep and charm spells. 

Qualinesti Elves are slightly small- 
er and friendlier than their Silvanesti 
brethren, but have identical abilities. 
The same is true with the Half-Elves, 
but they take on some traits of their 
human parent as well. Writers note: 
For this guide, Half-Elves were cho- 
sen as player-characters instead of 
the other Elves. 

A new race to many RPG players 
is the Kender. Kender are a small 
people characterized by an absolute 
lack of fear and an insatiable curiosi- 
ty. They are very resistant to magic 
and poison and have a special abili- 
ty to taunt an opponent. Writers 
note: A Kender character was used 
for this guide, although personal 
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Return to the magical 
land of Krynn! Help the 
weak and innocent and 
become a hero again! 
Explore the darkest dun- 
geons, the most dangerous 
towns, and, for the first 
time ever, battle it out in 


an underwater dungeon! 
Experience 256 color VGA 


graphics and the chance to 
obtain the 40th level of 


experience! 

experience with the character con- 
tradicts the manual's indication that 
they are resistant to poison. 

The other character race you can 
choose is human. Humans have no 
particular special abilities. 

If you have played any of the other 
SSI AD&D series of games, you will 
notice some changes with character 
classes. Aside form the normal char- 
acter classes (Fighter, Thief, Multi- 
Class etc.), you now can choose to 
be a Solamnic Knight. Solamnic 
Knights are the pride of chivalric 
honor in the world of Krynn. There 
are three orders from which you can. 
choose. The Knights of the Crown, 
the Knights of the Sword, and the 
prestigious Knights of the Rose. All 
of the knights will start out the game 
with plate armor, +2 helm, +2 long 
sword and a +2 shield. Knights are 
very highly recommended for use in 
this game. A knight can take control 
of an NPC (Non-Player Character), 
which means you actually take con- 
trol of the actions of the NPC. This 
alone makes a knight worth having; 


The incredible fighting abilities of the 
knight is an added bonus. Plus, 
knights have a chance of using 
some clerical spells at higher levels. 


Magic 


Magic is used differently in this 
game than in the previous games in 
the gold box series. When you 
choose a magic-user, the alignment 
you choose will determine if you will 
be a White Robe mage or a Red 
Robe mage. If you are of a good 
alignment, you will be a White Robe 
mage; if you are neutral you will be a 
Red Robe mage. Writers Note: It is 
best to have at least one of each 
type of mage! 

See the Adventurer's Journal 
pages 12 and 13 for a more in-depth 
explanation. 


Monsters 


There are several different mon- 
sters to fight. Some are very difficult 
while others become more of a nui- 
sance. Less powerful creatures will 
learn to avoid you in the future. 

The first creatures to avoid are 
the dreaded draconians. They are 
experiments, compli- 
ments of the Drag- 
on Highlords. 

Because of their 
magical origin, 
they have at 
least some magi- 
cal resistance. 

There are six types. 
The aurak are not particularly strong 
creatures, but can drain your hit 
points. You must be careful when 
fighting these monsters -- some of 
them will explode, some will attack 
with lightning and poisonous gas. 
When they finally die, they will 
explode, so watch where you stand. 

The Baaz are the most common of 
the draconians. When killed, the 
baaz will turn to stone and crumble 
into a pile of rubble. An attacker's 
weapon has a chance of being 
pulled from his or her hand, so be 
careful when you destroy these 
creatures! 

The Bozak can cast spells in addi- 
tion to attacking with their claws and 


fangs. Bozaks also explode when 
they are killed. 

Kapaks have a poisonous venom; 
when they die, they dissolve into a 
pool of acid. 

Sivaks can fly and are 
shapeshifters. Watch out! They are 
difficult in combat. 

Traag are the first failed attempts 
to create draconians. There are no 
real problems in battling them. 

The beholders may be the tough- 
est monsters you will face. There is 
no easy way to fight 
them. They are 
very resistant to 

magic and 
almost no spells 
will affect them. 
Two approaches 
that work well are: 

getting out of their 
spell casting range and set up a wall 
using a Stinking Cloud and/or a 
Blade Barrier. Next, use any missile 
weapons, except for Magic Missiles 
or other spells. The other method is 
to charge the beholders and pray 
that you can kill them quickly. 

The dragon can be a very easy or 
very hard creature depending on 
how you fight them. First, remember 
that dragons are 
magic resistant. 
\ Each has a dif- 
’\ ferent breath 
=| weapon; take 
each dragon's 
abilities into 
account. For 

instance, the blue 
dragon shown here breathes lighting 
bolts and is immune to electricty 
(like lightning), So you can use a fire- 
ball or a cold spell against it. 

While spiders do not look too 
threatening, do not be deceived! 
Spiders do not have a lot of hit 

points, but if they 
m> bite you and you 
. fail to make your 

1 saving throw, 
you will die 
instantly. There 
are different 
types of spiders as 
well, so be wary of 
any eight-legged web spinners! 
They must be dealt with in a hurry! 


Your first Quesi 


After you get the information you 
need in the town, make sure you 
rest completely and take the time to 
memorize your spells. The map 
below is the first puzzle in the game. 
While there is not that much to do in 
this area, if you find your way to the 
docks (near the asterisk)you will 


Make your way to the docks to 
meet Captain Daenor. 


meet Daenor (pictured below left). 
He will help you out in your travels, 
while you help him to find his sister. 
This can be considered 

@m your (first real 

Py\ adventure. Your 

| ,.\ trip with Daenor 
1 is uneventful 
™/ until one of the 
lookouts spots a 
wrecked boat off 
in the distance. 
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-Daenor asks you if would like to 
investigate. "Yes!" you say with 
maybe just a hint of too much enthu- 
siasm. Are you sure you know what 
your getting into? Will this be your 
last journey? 

The first thing you will notice is the 
fact that you have no “area." Use the 
map. below to help you find your way 
around. 

Before you enter the cave, make 
_ gure that you have all of your spells 


Make sure that you go to all of the 
asterisked areas on the map. While 
you are exploring, instead of keep- 
ing all of the steel that you find, you 
may want to reduce your carried 
weight by just collecting gems and 
jewelry. The gems are worth 
between 50 and 1500 steel. One 
way to easily get more money is to 
encamp and rest for several hours; 
when your rest is interrupted you will 
have a small battle. Sometimes the 


This is just one of the incredible dungeons in The Dark Queen of Krynn. 
Explore the depths and unknown corners and see what turns up! 


ready and that you are rested. Make 
sure that you explore the entire cave 
area, because there are a number of 
areas that are easy to miss. There is 


- one very hard part in this dungeon 


that involves a fight with three 
beholders. No matter how many bat- 


tles it takes, you must defeat them. 


Do not be disheartened if it takes 
you several attempts to get through 


them. One good strategy is to 


charge them and attack one monster 
at a time. If you have Elves in your 
party, you will have more of a 
chance of defeating them because 
of their naturally nigke magic resis- 
tance. 


opponents carry gems or jewelry, 
but they are more likely to have 
steel. 

Fit 


ighting 


When.you are fighting monsters, it 
is best to keep your party in a 
straight line and, if at all possible, let 
the monsters come to you unless 
you know the monsters are spell- 
casters. Stand in a guarded posture, 


and when the monsters come close 
enough, you will get a free swing at 


them before they can attack. 
The other two maps shown here 


are for the third and fourth quests. 
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The map shown directly above is for 
use after you come through the well. 
lf you have followed the maps thor- 
oughly, you should find this area. 


Note that you can break the win- 
dows out and go through them as an 
alternative to using the doors. There 
is nothing behind the fireplaces, so 
do not spend time examining them. 
When you get the item that you are 
searching for, you still have to find 
your way out and get back to the 
ruler's room. There you will fight one 
more major battle before being 
whisked away to another new chal- 
lenge that you will have to discover 
and map out for yourself. 

The Dark Queen of Krynn, as you 


can see, is i el 5 plisatce and 


adventure! 


quer, and paleecane APG'e ers will not 
be disaqpor lengthy 


You'll find many of these exciting new 
features on our updated classics: 


| 


All MAC versions are System 7 compatible and 1 | \ I I | 


available in color and black/white. er nenas 


¢ Programmed by Apple specialists 

¢ Magnate high score of best players 
¢ Numerous player options 
e Realistic digitized sound 
e Multiple levels of skill 


e Easier "point and click" 
interface 

e Dazzling animations 

e incredible sound 
effects with SOUNDBLASTER™ sound 

e Easy Windows installation 

e Super VGA support and hi-resolution graphics 


Windows is a trademark of Microsoft Corporation. 


FEATURES LISTED FOR BOTH FORMATS MAY NOT (PARKER 
BE AVAILABLE IN ALL VERSIONS OF EVERY GAME. BROTHERS 
Monopoly® is a registered trademark of Tonka Corporation. 

©1992 Parker Brothers, a division of Tonka Corporation. Risk® is a 

registered trademark of Tonka Corporation. ©1992 Parker Brothers, a 

division of Tonka Corporation. Rich Uncie® is a registered trademark of 

Tonka Corporation. © 1936 Parker Brothers, a division of Tonka Corporation 


Virgin is a registered trademark of Virgin Enterprises Ltd. 


For pricing and orders, please call 896-VRG-IN@7. Visa, 
Mastercard, American Express and checks accepted. 


©1936 Parker Brothers 
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You had thought that life would be 
relatively normal, but you received a 
letter from someone in England say- 
ing that you are the last of your fami- 
ly line. Funny, you didn't know you 
had relatives in England. 

The letter instructed you to go to 
Stonehenge, where all would be 
made clear. Once there, a voice 
commanded you to walk to the cen- 
ter of the stones. A bolt of lightning 
hit you and you thought it was the 
end. 


ae it was not. You recov- 
ered in the magic realm of Valoria. 
There, you discovered that the rift 
between your world and this realm 
was becoming larger due to the 
intervention of six wizards. If the rift 
becomes large enough, it could 
destroy both worlds! With the proper 
training, you can stop them and 
save both worlds. 


GEccing STARTEO 


You will be asked if you wish to 
jump right in or go through some 
introductory exercises. Even if you 
are an experienced role-player, it is 
a good idea to go through the 
instruction under your mentor 
because Spellcraft is very different 
from many other RPGs. Experi- 
enced gamers may want to begin 
this way and then restart without 
going through the first steps. 

One of the first things you must 
decide is which college of magic to 
join. Each of the four; Earth, Air, Fire 
and Water have there own benefits. 


_. The game play is the same with 


each of the colleges and you can 
win as a disciple of any, so pick your 


| own personal preference. Your men- _ _ 
(tor recommends Earth. 


SPELLCRAFT 


ASPECTS OF VALOR 


(Nixing SPeLLs 


One of the more interesting 
aspects of Spelicraft is that magic is 
much different in Valoria. Instead of 
reading or finding spells, you must 
mix them in your laboratory. Each 
spell uses varying amounts of 
stones, jewels, powders and can- 
dies, as well as a magic word. The 
most important part of each spell is 
the aspect. This gives the spell its 
central focus and its life, in a sense. 


Each of these aspects has a dif- 
ferent power when mixing a spell. 

To mix a spell, you must find the 
correct aspect, mix in the right 
amount of stones, candles, powders 
and jewels and then speak the cor- 
rect magic word. The manual will 
have hints to help you get started on 
making spells. It is very important 
that you save your position before 
you start mixing! If you mix a spell 
incorrectly, you will die. While your 
mentor can bring you back, you will 
lose all of the components you used. 


Mix carefully or auner grievously! 
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After you have created a Spell, it _ 
will be entered into your spell book. — 
From here, you can make additional  =—s_—© 
spells of the same sort without hav- — 
ing to remix each one. You can also 
modify your spells to make them 
more powerful. Each ofthe fournon-  — 
aspect ingredients can have addi- 
tional or fewer numbers added to 
make a different version of the same 
spell. For instance, a spellthat | 


requires 3 candles and 4 stones can 
be remade with 5 candles, 4 stones 
and a powder for a more Bowery 
version. | 


Create additional copies of each 
spell with your spellbook. | 
Experiment with the different com- i 
ponents of the spells using the man- 
ual and your spellbook. It is impor- 
tant to remember that some spells - 
can only be used by students of the ss 
particular college. To create spells 
outside of your college, you will 
need to use an additional aspect. | 
For example, as a student of the - 
Earth college, creating Magic Wings, _ 
and Air spell, will require 2 ferns 
instead of just one. Creating new 
spells can be frustrating and taxing, — 
but you must carry on and doit. _ 
When you come up with the correct 
formula for a spell, load your save 
position and recreate the spell. Save 
again and get back to your mixing. —_— 
When modifying, go back to your ~ 
spellbook and check the attributes of 
the spell and the modification. Y« 
must determine if the spell's ne 
characteristics are worth the extra 
material cost. 


A. Loox ac the 
(MAGIC REALMS 


Along with the four colleges, there 
are four magic realms around Valo- 
ria, one for each college. The realms 
are the same size, but each is differ- 
ent. Casting spells is very easy. 
Simply click on the name of the spell 
you wish to cast and where you 
want it to impact. The status box on 
the lower left, if clicked, will give you 
a map of the realm. Click again and 
you will be told how many treasure 
chests and enemies still remain. 

The Earth realm looks the most 
normal. In it, you will find streams, 
houses, trees and grassy fields. You 
cannot cross over the water without 
using a bridge or the Magic Wings 
spell, because it will take hit points 
away from you. Be careful around 
the streams, especially when being 
pursued. Your most common foes 
on the Earth realm will be Orcs. 
Orcs are not very smart, and if you 
are careful, you can lead them to the 
pits and they will fall in and die. 


aso Shi Th este Ne ashen ii 


me 
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The Fire realm looks li 
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scorched version of Earth, with burn- 
ing trees and lakes of lava. Here, 
you will face off against zombie-like 
creatures that pursue you relentless- 
ly. They are much smarter than the 
orcs and cannot be lured into the 
many fire pits. 


The Air realm is filled with clouds 
and you will fight nasty wraith-like 
beings. These creatures can fly over 
the abysses in the cloud floor. Be 
very careful in this realm! Any time 
you step on an area of blue, you will 
plummet to your death! 


The Water realm is dangerous, 
because you need to cast a Water 
Breath spell on yourself to survive. 
The evil zombie-like creatures will 
return here. Avoid the muck areas 
on the sea bottom, for these will 
harm you terribly. 


= oe ae = a 


Mixing a spell incorrectly will kill you. The magic word you used to cre- 
ate the “spell" will determine the death that overtakes you. Those with 
weak stomachs may want to avoid creating spells with the Mind or Ether 


i Ne = 


magic words unless they are very sure of themselves! 


4 
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CRAVELLING in 
che REALMms 


You will be given many tasks to 
complete in the various realms. 
Sometimes, your mentor will tell you 
to bring back a particular item. He 
will also create simulacrums of the 
wizards you will eventually face. If 
you can manage to defeat one of 
these "wizards," you will be reward- 
ed. 

There are several different ways to 
go about killing a wizard. Obviously, 
one way is to attack him with spells. 
Every spell you cast will take some 
of your hit points, so make sure you 
watch your life bar when casting. Be 
sure to have a lot of cure spells on 
hand. The wizards like to create orcs 
and other creatures to attack you. 
You can combat this by creating 
your own, especially around the wiz- 
ard himself. Flying blades and Ice 
Arrows are also effective. 

Another good, if strange, tactic is 
to close with the wizard in combat. 
Attack him furiously, keeping your 
spellbook open to your healing 
spells. Every now and then, click on 
the spell and heal yourself. The wiz- 


ard will not cure himself, so with dili- 


gence, you will be able to kill him. 


Going BACK 


TO EARth | 
2 major part of Spelicraft is going 


_ back to Earth and talking to various — 
people who Support your cause. 
Traveling from place to place will 


cost money. The best way to keep 
your funds up is to sell items to the 


people you meet and to perform 
quests for them. At each location, 


you will be able to buy and sell 


| as and Pe Oe lag 


Make sure you talk to people 
beyond the trading of spell com- 
Cd set ioc they will oiten oor 


Seivio. These otf stone: 
5 owe yoy whist herp we can. 


money for certain objects and will 
give you advice and hints. 

Since it is the main link between 
Valoria and Earth, the easiest place 
to visit is Stonehenge. You will be 
able to buy jewels and many 
aspects here. You can also sell pow- 
ders, stones and candles as well as 
some aspects of which you have a 
lot. When you find a pomegranate, 
sell it here for some quick cash. 

Other places you can visit include 
Salem, Ohio, Mexico, Pompeii and 
Egypt. In each area, you will be able 
to buy one spell component and 
about a dozen different aspects. Be 
sure to shop around, because an 
aspect that costs $25 in Mexico 
might cost only $18 in Pompeii. 

You will start with $20,000 to pay 
for aspects, components and airfare. 
Do not worry about spending too 
much money, but do not go crazy 
with spending, either. Try to keep 
yourself around $35,000, spending 
more only when you need to, or 


- when you come into some money. 


It's a good idea not to sell too many 
components or aspects because you 
may end up buying them back! 


When on Earth, buy spell compo- 


nents" and aspects from the peo- 


ple you meet. For extra cash, you 
_ ean sell the ones you find. 


78 COMPUTER came REVIEW 


by any means! 


Oying ANd Ocher 


SORROGIS 
In Spelicraft, there is death and 


there is DEATH. At first, yourmentor _ 


will save you when you die. Howev- — 


er, he will not keep this up for long. 


Eventually, he will tell you the real _ 


facts of life about dying in Valoria. If 


you die in one of the four realms, or 
from poor spell concoctions, you will 


travel to the realm of the dead. Here, 


evil creatures abound. What is. 


worse, sou Books all of your Spells 


way out is to find the circle of stones 


when in the realm of death. The only 


resembling Stonehenge and enter, 
This will return you to Valoria and 


will recover all of your spells. _ 


The easiest way to get around ie 


to find where the circle of stones Is 


the first time you are in this realm. It 
will always be in the same place. oo 
Before entering, click to get ie. 
realm map. While no features or 


monsters will appear on this map, 


you will be shown. your generalloca- => 
_ tion. The next time you find eee oo 
| here, head for ee area. _ 
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Roy yey liter Mo: Lo he XY » >A og aga a In the arena of WILD WHEELS, frustrated new- 

be die ial technology motorists like you can experience the 
thrill of raw power and speed in fantastic monster 
mobiles. Some call it a game...Others say it's brutal 
car-to-car combat! 


Screen shots shown 
are from the Amiga 
version of the game. 


Electronic Arts 
. (Distributor) easet 

Ocean Software, Ltd. 1450 Fashion Island Blvd, AS Your mechanoid beast's engine roars, the 

1855 O'Toole Ave. San Mateo, CA Opposition stands ready to blast you into a million, 
Suite D-102 94404-2497 white-hot bits of shrapnel! Are you up to the gut- 
San Jose, CA 95131 (800) 245-4525 wrenching challenge of WILD WHEELS? 
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.° 
OF Te 


NOTE: Legend has included a 
detailed hint book with Gateway. 
This guide is to help those who 
wish to finish the game without 
using this aide. 


Man's exploration of the universe 
has brought us in contact with the 
relics of an advanced civilization, the 
Heechee. Scientists worked around 
the clock trying to make sense of the 
language and various devices dis- 
covered. The biggest find was an 
orbiting space station called Gate- 
way, since it and the ships it con- 
tained appeared to be the key to 
continued exploration. No one gov- 
ernment could be trusted with the 
job, so the Gateway Enterprises, a 
multi-national corporation, was 
formed. You have won a chance to 
become a prospector, a job filled 


with danger and incredible rewards. 


PHAT | 


You begin your ‘sta _ 


your cabin. The first thing you will 


_ insert it in the PV slot The light is 
blinking, showing that you have | 
some messages waiting. Read 


them, then take a few minutes-and 


as ee 


look at some of the news stories and 


_ the classified ads. They may come 
in handy later. Your first meeting is 
not until 3:00, so take the time now 
to get a few other tasks done. First 
off, get the book from the drawer 
and read it. Then, take it to the cor- 
porate offices and give it to the 
receptionist. While you are there, 
you will notice a few items in the 
office. The magazine is very useful 
later in the game, so you will want it. 
However, the receptionist will not let 
you take it. If you get on her good 
side, you can get it. The best way is 
to find her a replacement for the 


ATEWAY PROSPECTOR] 


SIO ES OLEAN LON NTE ELT I, 


Make sure you always get all ol 
your new messages. 


dead rose on her desk. While you 
are in the offices, go upstairs and 
check out the virtual reality simula- 
tor. The technician will offer to give 
you a chance at it. Pay very close 
attention to what he says, because 
there are several ways to crash the 


-When you have crashed the VR 
program, the operator will give you 
his membership to the Pedroza Club 


_located inside the Blue Hell Bar. 


Take a look in there and familiarize 
yourself with the bar area. 

When it gets close to 3:00 in the 
afternoon on your first day, go to the 
lift and descend to level Tanya. 
Immediately to the west of the eleva- 
tor is the door to Conference Room 
T-20 where your meeting is held. Go 
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If you find the right person (top), 
you can get a key that is instru- 
mental in getting the gun out of 
the armory. You just need to push 
the right buttons! 

inside and wait until other people 
and the instructor show up. After the 
meeting, you will be able to go to the 
hangar and fly a few missions. How- 
ever, there are a few people you 
should talk to first. Go back up to 
level Dog and explore a bit more, 
checking out the bar and the 
Pedroza Club if you have not done 


so already. Be sure to look at the 


Old Earth Trivia game in the casino, 
as this will be important later in the 
game. 

At 8:00, or 20:00 hours, you are 
supposed to meet Thom Seldridge 
in the Blue Hell Bar. Go there and 
take a seat at the bar and wait for 


him. When he shows up, he will buy 
you a drink and tell you a little bit 
about Gateway. Eventually, Thom 
will look pretty thirsty, so it is a good 


Thom Seldridge is a wealth of 
information if you pry him with a 
few tall, cool ones. 

idea to buy him a drink or two. With 
a few drinks in him, Thom will let slip 
some information about the Orion 
Program, where the really big 
money can be made on Gateway. 
He also will tell you that Terri Nel- 
son, an instrumental person in the 
Orion Program, usually comes to the 
Blue Hell around 22:00 (10:00 pm). 
After he has a few drinks, Thom will 
introduce you to Nubar Kamalian. 


; Nubar Kamalian's medallion can 
only be won if you beat him at Old 
Earth Trivia. 


When Nubar sits down next to 
you, buy him a drink. He will rattle 
off a sob story about his great dis- 
covery and then challenge you to a 
game of Old Earth Trivia. He will 
play first and get a score of 7 out of 
10. When it is your turn, you can 
pick any category you wish. You 
should have taken a good look at 
the machine earlier and had some 
practice. If not, take heart, because 
most of the answers are pretty intu- 
itive. Save right before you play. If 
you lose, restart the game and try 
again. The questions in each cate- 
gory are the same every time. When 
you beat Nubar, he will give you the 
medallion from around his neck and 
put on a new one. Hang onto the 
medallion, because you will need it. 


After your battle with Nubar, wait 
around at the bar until Terri Nelson 
comes in. She will take a seat next 
to you and introduce herself to you. 
lf you ask her about the Orion Pro- 
gram, she will reluctantly tell you 
about it. To get in, you need to have 
completed two missions and made a 
major discovery. Until you do that, 
you will be effectively closed out of 
the Orion Program. However, she 
will give you her phone number so 
you can contact her when her pre- 
requisites are met. 

Now is a good time to go back to 
your barracks and get some sleep. 
The next morning, go out of the bar- 
racks and straight to the elevators 
and down to level Tanya. Go to the 
hangar and show the agent your 
badge. She will lead you to your ship 
and program the six codes you have 
received into the ship. Climb the laa- 
der into the ship and close the hatch 
behind you. You will also notice a 
space suit in the ship. Be safe and 
put it on before you sit in the chair. 


tet LANDER 
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When you sit, you will see the 
screen shown above. Controlling the 
ship is simple, but it is also very 
easy to make a mistake. It is a good 
idea to save before and after every 
mission. To fly the ship, you must 
input one of the six codes you have 
received. Simply click on the arrow 
keys at the top left of the screen until 
the four characters match one of the 
sets of four shown at the bottom of 
the screen. Make sure you double 
check before you take off. If you 
input a course code incorrectly, you 
could fly into the middle of a super- 
nova and get burned to a space cin- 
der. 

Five of the missions are "strike 
outs." You will not be able to leave 
your ship and they will not give you 
the chance to discover any Heechee 
technology. However, each one 


does count as a mission towards 
getting into the Orion Program. 

One of your programmed missions 
will take you to Sigma Dayan 7. If 
you get lucky and pick this one first, 
make sure that you fly an additional 
mission after finishing this one to get 
in your required two missions. 

When you get to Sigma Dayan 7, 
you will need to take your ship out of 
orbit. Make sure you have the suit 
on before you open the hatch. When 
you get on the ground, you will see a 
cave that is inaccessible. Go west 
from your ship until you reach the 
rock slide. Climb up it and walk back 
to the east until you see the large 
rock. Give it a push and retrace your 
steps back to the cave entrance. 
Climb this rockfall and you will be 
inside hes cave. 


|>climb rocks lide 
|¥You scramble up the pile _—_— —* > 1 ib 
through the hole in the rock ¢ 


|Entry Chambe; 


Undo You a “ta side a glowing blue chamber that 
Save looks Boe much like the pictures you have sesi 
Restore of “ge Heeches tunnels on ane , The metal 
Restart walls are covered with intricate patterns. A 
Quit rig ie += floor of the chamber leads outside 
Activate the surface of the ee —_ 

Again {Your seore has just 


up by 5.) 
fn irregular opening aeeet to the north. 


Inside the cave, a portal will open 
and close. Soon, another portal will 
open up. You need to anticipate 
where that portal will be to make it 
through before it closes. This part of 
the game is guess work, so keep try- 
ing until you get it right. Since you 
came in from the south, the new por- 
tal will not open to the south, south- 
east or southwest, and a new portal 
will never open in the same place 
twice in a row. With some persis- 
tence and a little luck, you should 
make it past the entryway into the 
Ovoid room. Once there, take the 
box you find and go back to the ship 
and head for Gateway. This box and 
a few missions under your belt will 
get you into the Orion Program. 
Once back at the station, call Terri 
Nelson to tell her you are qualified 
and she will agree to meet you in the 
Blue Hell Bar and give you your 
green badge. 

You should have some time before 
the 9:00 meeting for Orion, so there 
are a few things you can do to pass 
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the time. One thing to do is to go to 
the Gateway Museum on level Dog. 


daltion you won 
bar Kamalian. 


will notice a strange device and a 
tuning fork. lf you pick up the tuning 
fork, an alarm will sound warning 
you to put it baek omsuffer dire con- 
sequences. F fer, you will need 
the tuning fork to complete the 
game. By this time, you should have 
the medallion from Nubar Kamalian. 
Use the medallion with the device 
and the tuning fork to fool the alarm 
system into thinking you have 
replaced the tuning fork. Work with 
several different combinations of 


aae Pwier re you 
nd look at the 


found the rose . 


machine. Pull on oo red lever and : 


wait for a few minutes. A technician 


_ If you slip the key he gives you into 
- the hydroponics tray, he will not 
- notice its absence when he leaves. 
_ This key will open a number of vents 
on Gateway, notably the ones in the 
conference rooms and the Armory 
on level Tanya. 

Now it should be time for your 
green badge briefing. You will not 


will show up and prepare to fix the 
machine. He is a wealth of informa- 


tion, particularly about the odd. 
___ habits of Perry on level Babe. He will 
also have you hold his tools for him. 


hear much new at this briefing, but 
you must attend to get your new 


When you enter the museum, you _‘ mission codes. 


Your new code will take you to the 


© planet Aleph 4 and the colony of 


Mutzers. When you touch down, 
leave the ship and head east, then 
orth. You will find the huge dome 
and a large rock. You will also hear 
the sounds of the Mutzers coming 
towards you. Hide behind the rock 
and watch their bizarre ritual and 
notice that the leader has a cylinder 
that looks like it is the key to opening 
the dome. 


The primitive Mutzers are very 
nervous around outsiders. You 
will not be able to win their trust, 
but you will be able to confuse 
them to get the device necessary 
to open the dome. 


To get the cylinder, you must head 


south to the lake shore. Wait uD 


it. Wait again until you hear va : 


Mutzers heading off to the dome ~ 


again. After the second cry, you will 


be able to make your way safely to 


. their village. Enter the large hut and 
go down to hide beneath it. Wait for 
~a while until you hear the chief 
_ return and he goes to sleep. Then 
_ climb back up and drop the sala- 
_~mander in the tank. Wait until the 


salamander does something and 


_ then go back under the hut. Wait a 


while longer and the chief will wake 
up and discover that the cylinder is 
missing. When he leaves, you can 
leave the village and go back to the 
lake shore where the salamander 
has dropped the cylinder. Pick it up 
and head for the dome. 

To enter the dome, you must pass 
a test. Insert the cylinder into the slot 
on the dome. The test that comes up 
will have five questions. To pass, 
you must determine which of the five 
shapes in each set does not belong. 
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When you answer all five questions 
correctly, you will be able to enter 
the dome and find the machine the 
Heechee have left there. Take all of 
the fans when you enter and climb 
the platform to the machine. | 


So this is what the mysterious 
dome holds! If you know your pri- 
mary colors, you will be able to 
take this device home with you. 
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p re Ge d 
fsk you undergo poet iuenhie 
Put You are awarded a. 958,888 soieade bonus for 
Yes discovery of a proto- civilization. 
No You are awarded a $1.5 million royalty 
Wait advance for discovering the Heechee device. 
Undo Your spacesuit is cleaned and restowed in 
Save the ship. 
Restore - MORE - 
Restart 
Quit 
Activate 


Bay off with monetary rewards, 


but will also open up a whole new 
twist in the plot! 


Your return to Gateway is greeted 
with a significant monetary payoff 
and a new set of missions. The 
machine you have recovered on 
Aleph 4 is actually a computer that 
tells of the race of Assassins who 
destroy every race that advances in 
the galaxy. Only you have the 
knowledge and experience to effec- 
tively activate the generators that 
will stop the Assassins from discov- 
ering Humanity. 

You must now travel to Aurigae 6, 
Kaduna 3, Dorma 5 and Nemira 3. 
After these missions, a final con- 
frontation with the Assassins awaits 
you! Find the secret room on Gate- 
way and work your way through 
Deep Psych to find the twisted path 
that will prevent the Assassins from 
destroying Earth! -Steve Honeywell 


F THE g mythological adventure 


that plunges you into the darkest recesses 
of your mind? 

As Hercules, you step forward to fight for 
immortality by pushing your intellect to its limits. Explore 
magnificent temples, lost cities, hidden underworlds and 
fiendish labyrinths. Never underestimate the intelligent 
adversaries that await because their insidious tactics 
become more devious as your ability improves. The enemies respond 
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Ca eos “1 move, playing with your mind. Experiment wisely because there are 
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“GODS IS A HIT ON EVERY MARK!” sce ER 


Computer Game Review 


Available May 1992 for MS-DOS and Amiga. 


Decide which beasts 
Tad should be confronted and 
ate ; which are best left alone. 


Progression 
puzzles include 
sequences of 
lever pulling 
while reward 
puzzles will have 
5 Tate ea =4 you collecting 
| | ; sestire $3) j Objects and | 
eae 4 using in-game 
2 oreeaemmmnmaceecaet teleports. 
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GODS™ is a trademark of The Bitmap Brothers. Renegade is a trademark of 
Renegade. ©1991 The Bitmap Brothers. Konami is a registered trademark é 
- of Konami Co., Ltd. © 1992 Konami. (708) 215-5111. All Rights Reserved. 
CIRCLE #141 ON READER SERVICE CARD. : 


Life was good for young Theron. He 
was apprentice to a wise and powerful 
wizard and betrothed to the beauteous 
Veyla. He could ask for little more. 
However, when his master, the Grey 
Lord, attempted to obtain the Power 
Gem without his aid, disaster struck. 
The power of the gem resisted the 
mage's spell and caused him to be 
split into two parts: the evil Lord 
_ Chaos and the good Lord Librasulus. 
The explosion caused by the gem also 
thrust Librasulus into Limbo. Theron 
was contacted by a vision of his mas- 
ter who told him that he must attempt 
to retrieve the Firestaff and imprison 
Chaos. Somehow, years had passed 
without Theron's knowledge and all 
champions sent before him had per- 
ished in the quest to defeat the Dark 
Lord. Now, Theron must form a party 
of four heroes and invisibly guide 
them through the Grey Lord's dungeon 
to save the world from dire evil. 


When Lord Chaos took control of 
the dungeon, he placed 24 of the 
greatest heroes that challenged him 
on display on the first level, as a 
sort of grisly trophy hall. Lord Libra- 
sulus has given you the power to 
resurrect or reincarnate these 
heroes. If you choose to resurrect 
them, their skills will be identical to 
what they were at the time of their 
deaths. Reincarnation, however, 
eliminates their skills and increases 
their statistics instead. It is probably 
easier to just resurrect your charac- 
ters. Characters with no skills will 
have more difficulty getting started. 

Try to get a good balance of char- 


a _acter types. You will need a couple 


of good fighters for the front ranks 
and spell casters will definitely be 
needed later on. Give the more 
powerful armor and weapons to the 
two in front and missile weapons to 
the others. 


CHART KEY 
H-Health S-Stamina M-Mana 
-L-Load St-Strength Dx-Dexterity 
Wm-Wisdom _ Vt-Vitality 
AM-Anti Magic AF-Anti Fire 


y 


Alex Ander 
Classes: Ninja(3)/Priest(2) 
H:50 S:57 M:13 L:46 St:44 


Dx:55 Wm:45 Vt:40 AM:35 AF:40 


Azizi Johari 
Classes: Fighter(2)/Ninja(3) 
H:61 S:7/7 M7 L448 St47 
Dx:48 Wm:42 Vt:45 AM:30 AF:35 


Boris, Wizard of Baldor 


'., Classes: Ninja(2)/Wizard(3) 
~ H:35 S:65°M:289tde Sea5 
pe 45 Wm:55 Vt:40 AM:45 AF:40 


#4 ~—s Chani Sayyadini Sihaya 
§ Classes: Fighter(2)/Wizard(3) 

H:47 S:67 Mil7°E40-St:32 

Dx:47 Wm:57 Vt:37 AM:47 AF:37 


Daroou_ 
Classes: Fighter(3)/Wizard(1) 
H:100 S:65 M:6 L:50 St:50 


wie av Wm:35 Vt:45 AM:30 AF:45 


: Ejija, Lion of Yaitopya 
# Classes: Fighter(2)/Priest(3) 

H;60.S:58 Mi22 L:44 St:42 
Dx:40 Wm:42 Vt:36 AM:53 AF:40 


- Gando Thurfoot 

®_ Classes: Ninja(3)/Wizard(2) 
“hod S:632M:26 1:42 Sag 
Dx: im Wm:47 Vt:33 AM:48 AF:33 


Gothmog 
| Classes: Wizard(4) 

H:60 $:55 Mris £42 "SE40 
Dx:43 Wm:48 Vt:34 AM:50 AF:59 


Halk the Barbarian 

Classes: Fighter(4) 

H:90°S!70°M:0.1:54°St'55 
Dx:43 Wm:30 Vt:46 AM:38 AF:48 
= Classes: Fighter(2)/Priest(3) 

A 70S: 65M: 140-L:46 St:45 
Dx:35 Wm:38 Vt:55 AM:35 AF:35 
a Classes: Fighter(3)/Ninja(2) 

P90: S:644M:5 -L'57 St:58 


Dx: os Wm:35 Vt:35 AM:43 AF:55 


| laido Ruyito Chiburi 
"\¥" Classes: Fighter(3)/Priest(2) 
=< 48 S:65 M:11 6:45 St:43 
Dx:55 Wm:40 Vt:35 AM:45 AF:50 


Hawk the Fearless 


Hissssa, Lizar of Makan 
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Leif the Valiant 
Classes: Fighter(3)/Priest(2) 
H:70 S:75 M:7 L:47 St:46 
Dx:40 Wm:39 Vt:50 AM:45 AF:45 


Leyla Shadowseek 
Classes: Ninja(4) 


Dx:53 Wm:45 Vt:'47 AM:45 AEF:35 
 Linflas ce 


H:65 S:50 M12 L:49 S145 
Dx:45 Wm:47 Vt:35 AM:50 AF:35 


-Mophus the Healer 
Classes: Priest(4) 
H:55 S:55 M:19 L:44 St:42 
35 Wm:40 Vt:'48 AM:40 AF:45 


Nabi the Prophet 
» Classes: Priest(3)/Wizard(2) 


H:55 $:65'°M:13 1:43 St:41 
x36 Wm:45 Vt:45 AM:55 AF:55 


Sonja She Demon 
Classes: Fighter(4) 


H:65° 47709 M:2 L:54 St:50 
Dx:45 Wm:39 Vt:49 AM:40 AF:40 


Stamm Bladecaster 
Classes: Fighter(4) 
H:75 S:80 M:O°L 762" S52 
Dx:43 Wm:35 Vt:50 AM:35 AF:55 


Syra, Child of Nature 
Classes: Priest(2)/Wizard(3) _ 
FDS Si72d0Vo: Lie?) OUD 
Dx: - Wm:43 Vt:'45 AM:42 AF:40 


ee Tiggy Tamal 
Classes: Ninja(2)/Wizard(3) 
™ H:25 $:45 M:35 L:34 St:30 
Dx:45 Wm:50 Vt:35 AM:59 AF:40 
a Classes: Ninja(2)/Priest(3) 
H:45 S:47 M:20°k:41 St:38 


Dx:35 Wm:53 Vt:45 AM:47 AF:40 


- Wuuf the Bika 
Classes: Ninja(3)/Priest(2) 
H:40-S750 Wi30cL,: 37, Ot:SS 
Dx: 57 Wm:45 Vt:40 AM:35 AF:40 
. Zed, Duke of Banville 

§ Classes: All(2) 
=H:60-S°60..Me1 0. L.42.o640 
Dx:40 Wm:40 Vt:50 AM:40 AF:40 


Dx: 
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Wu Tse, Son of Heaven 


H:48 $60 M:3 t242 St40 CC 


Classes: Fighter(3)/Wizard(2) 


Level 1 


There is little to this level. Basical- 
ly, you just need to pick which char- 
acters you want to use. It is also a 
good idea to practice a few spells, 
since magic is replenished so quick- 
ly on this level. Have your wizards 
try OH-KATH-RA for a Lightning 
Bolt, FUL for a Magic Torch, or FUL- 
IR for a Fireball. Your priests might 
want to practice YA-IR (Shield), VI- 
BRO (Cure Poison) and VI (Health 
Potion), for which you will need an 
empty flask. Use the weakest power 
symbol to start with, and once you 
have mastered that, you can try 
more powerful spells. The area 
beyond the door contains six items 
of food, a torch, a waterskin and a 
couple of scrolls. There is also an 
altar of resurrection on this level. 


Level 2 


Screamers and mummies popu- 
late this level. They are not too 
tough, but they often travel in 
groups. You might want to give your 
non-fighter characters a chance to 
practice battle when you encounter 
solitary creatures. There is a good 
amount of treasure to be found 
including a selection of weapons for 
front and back rank characters. After 
you kill Screamers, you can pick up 
the pieces to use as food. The 
majority of the level consists of find- 
ing the keys to the many doors to 
get from one area to the next. Some 
keys are hard to see against the 
stone floor, so look closely. Also, 
search the walls carefully for levers 
or buttons. Examine all areas as 
thoroughly as possible. There are 
often items hidden in the corners of 
rooms. Be sure to read the signs 
carved into the walls; they will usual- 
ly give you an idea of what to expect 
in the area. Write down the mes- 
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Throw a coin and make a wish. It 
is sort of a rite of passage. 


_ Sages on the scrolls as they tell you 


how to cast new spells. Once this 
information is recorded, you no 
longer need the scrolls themselves. 
Whenever you find a chest, you 
should pick it up and have one of 
your characters carry it. This will 
allow you to carry additional items 
that you place in the chest. 

Beyond one of the teleportation 
fields you will see a pit. Throw an 
item into the field before entering 
and the pit will be closed. 

lf you cannot find a keyhole or trig- 
ger to open a door, you may have to 
bash it down. Just hack it a couple 
times. If it does not smash after a 
few solid hits, then you may need to 
find another way to open it. The 
spell Open Door (ZO) also may be 
used to surpass some portals. 
Whenever you find a fountain, use 
that opportunity to make sure your 
party has as much water as they can 
hold and fill up all of your water- 
skins. While water is not consumed 
as quickly as food, it is not as plenti- 
ful on later levels, so get your fill 
now! 


evel 
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Level three consists of six different 
areas with their own rewards and 
challenges. You start out in a long 
hallway running west to east. 
Halfway between the stairs and a 
passage which leads northward is a 
button which reveals a secret corri- 
dor. There are a couple of pieces of 
armor, a waterskin and a few other 
items in here. At the far end is a 
compass, but to get it you will have 
to time your passage through the 
blinking teleportation field. 

The first passage to the left in the 
main hall leads to the Chambers of 
the Guardian. There are a number of 
trolins wandering around. They are 
only a little tougher than mummies 
and should not be too dangerous. 


The thing you have to watch out for 
is the rockpile. This creature 
appears as an innocent mound of 
rubble, but when you get close it 
attacks. It is slow and very tough, so 
the best way to kill it is to lead it 
back to the door and close it on the 
rockpile. The door will keep trying to 
close and smash the critter to grav- 
el. Once you have killed the mon- 
sters you can collect the treasure. 
To get the chest behind the doors 
you will have to push the button to 
the left of the room it is in. This will 
move it to another room; continue 
doing this until it has been in all of 
the rooms. The final teleport field will 
transport the chest to the end of the 
hall. The mirror inside will open the 
wall if you use it on the eye. 

To get into the Vault you will need 
the gold coins from the chest in the 
corner of the main room. You will 
encounter a large number of mon- 
sters inside. Once again, you can 
use the doors to do some of the dirty 
work for you, but you will increase in 
skill quicker if you fight your own 
fights instead of letting dungeon fea- 
tures do it for you. To get past the 
pit, you will have to cast an Open 


the pressure plate beyond. You will 
have to replace the silver coin with 
another item so that you can open 
the next door. 

The Matrix is not a hazardous 
area. However, it can be annoying. 
There are a number of tiles which 
rotate you when you step on them. 
This can serve to disorient you. If 
you go north, and take the second to 
last passage to the left all of the way 
down, you can avoid them and get 
all of the goodies. 

The next area is called Time is of 
the Essence. It requires a bit of pre- 
cision and timing to get past a few of 
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the tests. The button on the wall 


opens a door to the west, but only 
temporarily. You have to move 
quickly to push it and get through 
before it closes again. To help you 
to move a little quicker, you might 
want to drop some of your unneeded 
equipment (you can retrieve it later). 
Further along, a pit blocks your path. 
The button on the wall briefly acti- 
vates a teleport field across the pit. 
Quickly throw an object into the field 
and it will land on the plate which 
closes the pit. The lever on the east 
wall will close the pit to the west, so 
after you use it, quickly back up two 
spaces. The lever on this side will 
close the pit permanently and let you 
leave the area when you have col- 
lected the treasure. 

The Room of the Gem contains a 
number of monsters to challenge 
your fighting ability, including a cou- 
ple pairs of rockpiles. Before you 
can go through the door, you will 
have to go north past the pit and get 
the blue gem. You have to leave 
something on the plate to keep the 
pit closed. Just beyond the pit is a 
tile that opens the pit and teleports 
whatever you put on the plate over 
to your side. All you have to do is 
throw it back over to close the pit 
again. Once you have destroyed the 
creatures guarding the area, you 
can get the gem hidden behind a 
secret door and go open the door. 

The Creature Cavern is basically 
just a good place to get fighting 
experience, which will help to pre- 
pare you for the fourth level. 

In order to leave the level you will 
need four gold keys. Just beyond 
the first three doors is an Altar of 
~Resurrection. There are a couple of 
monsters in the rooms beyond this 
point, but nothing that should be too 
threatening. The small room to the 
side contains a piece of armor, so it 
is worth your effort to open the door 
and get it. 


Level 4 


The fourth level will test the mettle 
of the hardiest of adventurers. It is 
here that you will get your first look 
at the fearsome magenta worms. 
These large purple slugs are 
tougher than anything you have 
faced up to this point. There is little 
chance of survival if you attempt to 
go toe-to-toe with them. Your best 
bet is to use hit-and-run tactics. Let 
them approach you and immediately 
attack once or twice. Move away 
before they can attack and prepare 
for your next blow. One thing you 
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The gold key from the drain 
allows you to take a short cut past 
some of the worms. 


must watch out for is letting yourself 
get trapped in a corner. Always have 
a path of retreat planned that allows 
you to continue backing up even if 
the worms last longer then you 
expect. In some areas, if you retreat 
too far the worms will come back, so 
practice maneuvering around them 
in a small area. While you can also 
use the door slamming technique, it 
is not as effective as you might 
hope. It only takes a couple of solid 
hits from one of the worms to slay 
one of your characters, and they can 
also poison you. If you wish, you can 
also just try to avoid them all togeth- 
er. Just make sure that you leave 
them in a place where they cannot 
come up behind you later. 

You will also encounter rockpiles, 
a giant wasp and a ghost wandering 
around. The ghost can be dis- 
patched with a Harm Non-Material 
Beings spell (DES-EW) and the oth- 
ers can be slain by conventional 
methods. There are not very many 
puzzles to figure out on this level. 
However, there are a couple of illu- 
sionary walls and a key hidden in 
one of the drains. Near the end of 
the level, you will find a room full of 
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screamers. There appears to be no 
limit to these creatures, which 
makes this is an excellent area to 
not only get food, but to hone your 
combat skills as well. | 

A little further along is a mummy 
which is trapped on the far side of a 
pit. You will have to kill him in order 
to go to the next level. Any missile 


weapon should do the trick. It will 


also open a secret door to reveal 
what is waiting for you on the other 
side. There are four pairs of magen- 
ta worms that you will have to fight 
past before you can go on to level 5. 
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Level 5 


Level 5, like the third floor, is divid- 
ed into different areas. You will face 
screamers, Swamp slimes and 
couatls, none of which should pose 
a threat if you keep your fighters in 
good condition. The treasure is 
mostly armor, but there are also a 
number of potions to be found. 

The north passage from the main 
room will take you to a room of pits. 
First, exit to the east using the fol- 
lowing steps (N, E ,E, W, W, S,N, E, 
N,N, NS NSS; WyS, S, GN EL NEN, 
E) then to go west; use these steps 
(W, WoW)8, SWS, SS, WWen, 
S, N, N, N, W). You will not need to 
pass through the room again as 
there is a button next to the stairs 
which opens a passage into the 
main hall. 

In the south, you will find buttons 
on the walls. Repeated pushing of 
the different buttons will reveal 
more, and eventually pay off by 
opening a room that contains a full 
Suit of armor. 

To get through the teleport fields 
to the west, you have to travel in a 
certain pattern (from the first step 
into the room, go right, back, for- 
ward, left, right, and back). 

lf you're careful, you can now get 
to level 6 and beyond. -Alex Rees 


hen you want 
an advanced 
Simulator 
with rea/ power, play 


GREAT NAVAL BATTLES™: 
NorTH ATLANTIC 1939-43. 


Its state-of-the-art 
graphics and animation 


put you on the bridge of the great German or British battle- 
ships and cruisers of World War II. 

Choose the CAPTAIN'S VIEW and steer majestic ships like 
the HMS Hood; go to full power and watch the action 


the FLEET VIEW, an eagle’s-eye look of the individual 
ships of a task force, or the GRAND ADMIRAL VIEW, 
a Strategic display of your entire navy and all visible 
enemy vessels on a map of the North Atlantic. 

Fight the entire campaign, mini-campaigns or 
individual battles as the British navy seeks to protect 


on the screen as 42,000 
tons of steel respond to 
your command. Listen 
as dramatic sound 
effects re-create the 
roar of guns as you fire 
them. Watch the shells 
Splash in the distance 
Or explode on target. 
see the flash of 
enemy guns and feel your 
ship vibrate as she's hit. 
Take command even 
through the toughest 
North Atlantic storms! 
You can also watch 
the action from 


This advanced simulator 
also boasts the dedicated attention to historical 
accuracy and detail for which SSI is renowned: extensive 
online ay data and engi ions; detailed damage report by 
= deck; even stunning cinematics 
to heighten the historical drama. 


GREAT NAVAL BATTLES. 
eredine simulation. 


TO ORDER: Visit your retailer or call 
1-800-245-4525 (in USA & Canada) 
with VISA or MC. 

To receive SSI’s complete product 
catalog, send $1.00 to: SSI, 675 Almanor 
Ave., Suite 201, Sunnyvale, CA 94086. 


©1992 


Strategic 

Simulations, 

Inc. All [fra 
rights 

reserved. 72. 4! 


her transport 
ships from German 
predators. All the action 
happens in real time or 
you can compress the 
scale. There's even an 
instant replay feature. 


IBM 
256-color 
VGA 


screens. STRATEGIC SIMULATIONS, INC° 


STRATES! 


BY SIERRA 


Laura Bow, the heroine of The 
Colonel's Bequest, is back in an all 
new adventure. It is time for her to 
leave home and seek her fortune on 
her own. Thanks to her father's con- 
tacts, she is able to land a job that 
she has always dreamed of: being a 
cub reporter for a major New York 
newspaper! After a brief farewell 


rr rrererervernernas ren eee. 


Put some money in your shoe, New ‘York’s a big city, and 
from her worried father, she boards 
the train and prepares herself for 
this new chapter of her life. 

During the trip she meets a nice 
older lady named Irmgaard, who 
warns her about the dangers of the 
city. However, Laura fails to take the 
warnings to heart and ends up hav- 
ing her suitcase stolen and getting 
mugged immediately upon her 
arrival in the ‘Big Apple.’ 

Destitute, but not completely dis- 
heartened, she is forced to walk all 
the way to the building which houses 
the New York Daily Register New 
Tribune, the paper she will be work- 
ing for. Sam Augustini, the paper's 
editor, calls her into his office and 


agrees to give her a chance. Her 
first job is to investigate and report 
on the theft of the Dagger of Amon 
Ra from the museum. Little does 
she realize that this could be her last 
job if she is not careful. There is 
more going on than is apparent! 


At last, the return of Laura Bow in... 
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The Dagger of Amon Ra 
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After you bypass the copy pro- 
tection (in the form of a test of your 
Egyptology knowledge) you need to 
decide where to begin your investi- 
gation. Since Crodfeller T. Rhubarb 
was originally assigned to the story, 
he would be the most obvious 
source to start gathering informa- 
tion. Whenever you talk to a new 
person in this game, you should ask 
them about everything listed in your 
notebook. Also, whenever you get 
something new added to your note- 
book, ask about it as well. You 
never know what might trigger an 
important bit of information. When 
you have received just about every- 
thing you can out of Rube, you will 
probably want to check over your 
area for items you might need later. 
You will definitely not get very far 
without the Press pass in the desk 
(you need it to get the taxi driver to 
drive you around). The next place 
you will want to visit is the police 
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station. Detective Ryan O'Riley will 
meet with you in his office, and 
make sure you ask him everything. 
Once you leave his office, you will 
not be able to get back in. You can 
also ask questions of the desk 
sergeant, but he is not likely to pro- 
vide many answers. As it turns out, 
his attitude is simply a result of 
hunger and if you can provide him 
with a little something to gnaw on, 
his mood will vastly improve. 

Down on the docks, Laura will 
encounter a young stevedore 
named Steve Dorian, who arouses 
her interest (in a purely professional 
sense, of course). He does not have 
a lot of information to provide on the 
theft. However, he does mention the 
party at the museum later that night 
and the fact that fancy dress is 
required. 

If you have asked the correct 
questions of the right people, you 
should be able to get into the 
speakeasy (which is disguised as a 
flower shop) at this point. Just say 
the password at the door and you 
will be let in. There is little to be 
gained from talking to Ziggy as he 
seems to know practically nothing 
useful. By the time you leave, your 
regular cab driver, Rocco, has 
apparently gone off duty. His 
replacement is a bit more lapse at 
keeping his cab clean. However, 
considering the fact that there is a 
laundry claim ticket hidden within 
the trash, you do not have a real 
reason to complain. Head over to 
the laundry and Lo Fat will give you 
a somewhat outdated, but still 
acceptable, gown to wear to the 
party at the museum in exchange 
for the ticket. Be sure to talk to the 
boys in front. Their magnifying glass 


might come in handy. Surely you 
can find something to trade for it. In 
order to change into the gown, you 
will need to return to the speakeasy 
and use the screen in the back 
room. When you leave, you will 
automatically hail a cab and go to 
the next act. 


Your press pass will get you past 
the guard at the door (although he 
will confiscate it until you are ready 
to leave) and once inside you 
should do what a reporter does 
best: snoop! You will be amazed 
what kind of information you can get 
by going back and forth to the vari- 
Ous groups of people and eaves- 
dropping on their conversations. 
You should also use this opportunity 
to question everyone thoroughly. 
You may not get the chance to talk 
to some of them later. 

Hiemlich will not allow you to 
leave the area of the party at the 
moment, but you can get into the 
gift shop. If you look closely, you will 
notice that one of the daggers in the 
case is different from the others. 
Unfortunately, as soon as you make 
this discovery, Heimlich comes 
along and kicks you out of the area. 


Suspects 


Dr. Archibald Car- 

> rington Ill- Is he really 

as friendly and likable 
as he seems? 


Yvette Delacroix- 
Charming, kind and 
beautiful, but is she a 
true lady? 


Det. Ryan O'Riley- 
What secrets is he 
hiding under his gruff 
exterior? 


Rameses Najeer- 
‘ BR. Does his unassuming 
+ — } nature and lisp hide 
something more 
sinister? 


=*. Dr. Ptahsheptut 'Tut' 
(== % | Smith- How far would 
SS3=7) she go in order return 
=F. _— the Dagger of Amon 
Ra to Egypt? 


When you have listened to all of the 
conversations, Steve Dorian will 
meet you in front of the bust of Ram- 
ses and ask to speak to you private- 
ly. In a brief moonlight tryst in front 
of the museum, he spills his heart 
out to Laura. As it turns out, he is an 
artist as well as a stevedore and the 
only reason he is at the party is to 
see her (or so he says). After their 
brief romantic interlude, he leaves 
and Laura gets back to the case. If 
you go back to the souvenir shop at 
this point, you will probably find the 
dagger missing. You should also be 
able to go further into the museum 
at this point. Heimlich will still bar 
you from the area where the paint- 
ings and offices are, but you will be 
able to explore the dinosaur, 
medieval armor and Egyptian 
exhibits. 

You will be able to look around this 
part of the museum undisturbed, so 
try to make your examination as 
thorough as possible. While explor- 


Dr. Olympia Myklos- 

Does her fascination 

with death indicate a 
darker desire? 


Dr. Pippen Carter- 

» What would he do to 
get out from under the 
* shadow of his family? 


Countess Lavinia 

_  Waldorf-Carlton - 
What were the circum- 

stances surrounding 

her husband's death? 


Ziggy- Is there some 
connection between 
his shady past and 
the theft? 


Wolf Heimlich- Is he 
really as incompetent 
as he Is overzealous? 


Steve Dorian- Who 

exactly is this hand- 

some stranger and 

what does he really 
want? 


ing, it is a good idea to look at every- 
thing, both with the naked eye and 
through your magnifying glass. You 
should try to examine everything at 
least once. Some things may 
change, so do not hesitate to check 
an area more than once. 

In the Egyptian room there are 
three sarcophagi. Inside one of them 
is the corpse of Doctor Pippen 
Carter. Examine every inch of the 
body closely, as you never know 
where you might find an important 
clue. Pay special attention to his 
jacket and the dagger. The discov- 
ery of the body will allow you to 
move on to Act Three. 
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Act three opens with Detective O' 
Riley questioning the suspects. As 
you are standing to the side, you are 
approached by Ernie Leach, the jan- 
itor. He tells you that he is locking up 
the museum and if you wish to 
leave, you can get the key from him. 

O' Riley and Hiemlich both warn 
you to stay out of their way, but oth- 
erwise allow you to explore freely. 
Wandering around, you hear voices 
coming from Yvette's office. When 
you use your empty water glass to 
listen in, you find out that the con- 
versation does not appear to have 
much bearing on the case. In 
Olympia's office are some things of 
interest . The horned rhesus skull on 
her desk opens a secret door (do 
not open it without a source of light). 
There are also hieroglyphics on the 
blackboard which you can translate 
using the two pieces of the Rosetta 
stone. When you examine the snake 
oil on the desk, Olympia will come in 
and take it. If you follow her out, she 
will reveal a secret staircase which 
leads to the basement. Unfortunate- 
ly, you will have to replace the bulb 
before you follow her down. 

In Yvette's office there is a lamp 
with a working bulb, but you will 
have to turn it off and let it cool 
before you take it. When the clock 
chimes, duck through the other door 
and use your glass to listen in on the 
conversation between Najeer and 
Yvette. By examining the phone list 
on the desk, you can find the combi- 
nation to the safe hidden behind the 


painting over the fireplace. The diary 
within reveals some interesting infor- 
mation. There is also a note on the 
desk which mentions a meeting with 
the Countess. Hidden in the book- 
case is a police file. The master box 
for the intercom is in this room and 
you can use it to listen in on conver- 
sations in the various rooms of the 
museum. Grab the bulb from the 
lamp on the way out. 

By now, you should have thor- 
oughly examined the Eastern wing 
of the museum, so you should go 
back over to the dinosaur exhibit if 
you have not already. When you get 
to the pterodactyl room you will dis- 
cover a headless body. The head 
(which you can find in the Life Mask 
exhibit) can be identified as belong- 
ing to Ziggy. Close examination 
reveals few clues about what took 
place. 

The basement has two doors off 
the hallway you enter from the 
stairs. The room in front of you is 
Heimlich's security office. The door 
to your right leads to a room with 
large storage vats, the janitorial 
office and the Mammalogy Lab. If 
you have the bone from the Tyran- 
nosaurus room, you can use it to get 
the lamp behind the glass. In the 
security office are a number of 
weapons. They are booby-trapped, 
so leave them alone. The mousetrap 
is also rather lethal as is it hooked 
up to a gun hidden in the wall. Using 
your bone again, you can disable 
the snare safely. A button behind the 
display of medals opens a tunnel 
which leads upstairs and can be tra- 
versed safely with the lamp. 

Ernie's office has an assortment of 
unusual items stored in it. You can 
examine the preservation vat log. 
Get the wire cutters from the tool 
box and push the button on the wall 
(to open a passage in the Mammalo- 
gy Lab.) If you climb up the vats, you 
can use a net to dredge them for 
useful items. 

Take the snake oil from the 
counter in the Mammalogy Lab. To 
open the chest, get the key from the 
painting upstairs using the dagger. 
Throw the meat from the locker into 
the chest before you look in and get 
the watch from the skeleton. 
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Around two o' clock, a meeting will 
take place in the armor room. If you 
hide behind the tapestry, you can 
hear what is going on. After the par- 
ties leave, you will find the limp, cold 
form of Ernie draped over the tusks 
of the mammoth. 


You will find Yvette mourning the 
death of Ernie in her office. After 


you speak with her you will find 
Steve in the hall with Olympia. As 
you begin talking to him, Yvette 
interrupts you and asks him to com- 
fort her. Listening at the door, you 
hear more than just "comforting!" 
Rushing in, you find them in the 
throes of an empassioned neck rub 
and flee from the room. After you 
wander for awhile, you will find a 
new statue in the art hall. There are 
also signs of a struggle in the office 
and neither Yvette nor Steve are to 
be seen. Breaking the plaster on the 
statue will reveal the fate of Yvette. 
She has been immortalized as a 
work of art. After you check her for 
clues, go to the armor room and 
pick up the boot you find (you will 
need this later). Meanwhile, in 
Olympia's room, the Countess has 
been found bound and snake bitten. 
By the time you arrive she is beyond 
your help. However, you have your 
own problems, as the cobra is 
loose. TO survive, you have to drive 
it into a corner and use the noose to 
put it back into the cage. From this 
point you are on your own! Good 
luck in act five! -Alex Rees 
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CGR LOOKS AT THE LATEST GENERATION OF CD-ROM ENTERTAINMENT!!! 


SECRET WEAPONS OF 
THE LUFTWAFFE 


by Software Toolworks/LucasArts 


LucasArts’ multimedia translations 
of its computer games are a mixed 
bag. Loom was magnificent, using 
actors to produce full voice charac- 
terizations and enchanting music to 
produce the magical “drafts” or 
spells. Monkey Island was less 
impressive. The game itself was a 
virtual clone of the original. There 
was CD music and ambient audio as 
well as some sound board audio 
effects, but no speech. However, the 
text could be rendered in any of sev- 
eral languages. 

Now comes the multimedia conver- 
sion of Lawrence Holland’s Secret 
Weapons of the Luftwaffe. This 
high-concept flight simulator did well 
as a floppy, but almost crashes as a 
CD product. First off, the game pro- 
duces no CD-generated sound. No 
speech, no music, no sound effects. 
All audio runs through the sound 
board, including machine guns, 
explosions, music, and everything 
else. Granted, there may not be a lot 
you can do with sophisticated sound 
in an air combat game, but certainly 
a little “Top Gun” type background 
music couldn't hurt! 

As in the original version, the CD- 
ROM Secret Weapons Of The Luft- 
waffe allows users to fly American or 
German aircraft in simulations of 
famous WWII air battles circa 1943- 
1945. The Luftwaffe, as the game’s 
title implies, have a few special cards 
up their sleeves in addition to their 
more famous aircraft. There’s an 
experimental Messerschmitt Me 262 


and an Me 163, for example, that 
come right off the Nazi drawing 
boards. Or how about the Gotha Go 
229, a flying wing that was devel- 
oped too late for actual combat test- 
ing? On the American side, there’s 
such celebrated aircraft as the P-51 
Mustang, the P-47 Thunderbolt and 
the B-17 Flying Fortress. 

Visually, the game remains impres- 
sive. The HUD (Heads-Up Display) is 
a masterpiece of beauty and clarity, 
with the easy-to-read instruments 
given real texture. The outside-the- 
cockpit visuals are also smooth and 
cinematic-looking. 

Special features include advanced 
flight control which allows computer 
pilots to try advanced maneuvers. 
There’s also a Tour of Duty option, 
which allows users to re-fly historic 
missions. A replay gun camera and 
in-flight map are also included. 
Learning to fly shouldn’t stump veter- 
an simulator aces. 

Anyone who played the original 
version of Secret Weapons of the 
Luftwaffe will probably be disap- 
pointed by its admitted similarity to a 
game they’ve already paid for. Cer- 
tainly, publishers owe it to users who 
have gone out and purchased MPC 
drives to make that purchase a 
rewarding one. 

Ah well, Indiana Jones and the 
Fate of Atlantis, perhaps the finest 
new adventure of 1992, is already on 
the way to multimedia-ville, and 
LucasArts promises full speech in 
that conversion. 

-Bill Kunkel 
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THE SECRET OF 
MONKEY ISLAND 


by Software Toolworks/Luca: 


Lucas Arts’ CD-ROM version of 
its popular Secret of Monkey Island 
is the kind of product that could set 
back CD three years, not that there’s 
anything overtly wrong with it. It 
doesn’t explode in your CD drive; it 
_ offers the same graphics and plot as 

the original, and the CD-generated 
_ music is very nice. But that’s it. Any- 
~one who purchases this game 
~ expecting some kind of significant 
technological leap over the original 
or Super-VGA version might as well 
forget it. In fact, this game features 
virtually no improvements over the 
Original, with the exception of the 
theme music. Despite the access to 
CD, for example, there is no speech; 
text appears above the characters’ 
heads instead. 

Also, the graphics, while nice 
enough, are not up to state-of-the- 
art. And heaven forbid you have a 
problem with this game. On the 
inside back cover of the Monkey 
Island documentation, several 
phone numbers are listed, including 
one for “technical assistance.” What 
it doesn’t say is that this user support 
does not include CD products, which 
are handled at Software Toolworks 
(415-883-5157) where you can wait 
another fifteen minutes to a half hour 
for help. 

For those not familiar with the 
game, the user is cast as Guybrush 
Threepwood, would-be adventurer 
who has come to Melee Island in 
order to fulfill his life’s ambition of 
becoming a pirate. His journey takes 
him across Melee Island and, even- 
tually, to Monkey Island itself, where 
the usual brand of period action- 
adventure is in full cry. There are sin- 


Three trials? Gulp! What's this 
about three trials to become a 
pirate!? 
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ister characters, treasures and props 
expected in a game of this type. 

The interface used is the familiar 
Maniac Mansion system in which 


If CD is to succeed, however, pub- 
lishers - especially those as impor- 
tant as Lucas Arts - have to give us 
more than this thin retread of a game 


see 2 the graphics enhancements c on 1 the cD Monkey | island. 


commands appear in the lower left 
hand of the screen and the user 
clicks from commands to objects 
and/or characters. 


with nary a new coat of varnish. A lit- 
tle music is simply not enough. 
-Bill Kunkel 
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A chat with bloodthirsty pirates like these two might give you a few clues 
about where to start your adventure In The Secret of Monkey Island. The 
gentleman on the right is a wealth of information about the dreaded 
ghost pirate LeChuck, while the guy on the left doesn't believe the tales 
of the ghost captain and ship are true. 
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Forget primitive monkey-see-monkey-do 
technology like Sound Blaster* and 
AdLib*. Today, even a chimp can hear the 
difference, between the tinny, toy-box 
mono of older cards, and ATI's big-as-life 
stereo sound. 


Stereo Sound 

The fact is, ATI sound cards make 
monkeys out of the competition. They 
give you crystal-clear CD-quality sound at 
Sampling rates up to 44 kHz, and add 
stereo separation to your existing mono 
software applications and games. They 
even let you play and record your own 
Stereo sound files. 


Software Compatibility 

Let yourself really go bananas with 
All's 11-voice FM synthesizer and digital 
sound support. Full compatibility with 


Copyright OA Technologies Inc., 1992. All company and/or product names re 


Sound Blaster* and AdLib* lets you hack 
your way through the jungle of games and 
multimedia software, in DOS or Windows. 
Our bundled software, including MIDI 
editing and playback utilities, is more fun 
than a barrel of monkeys - and a lot 

more useful. 


High Speed Joystick Port 

Why let the older type of joystick port 
throw a monkey wrench into your gaming, 
with erratic response on today's fast 386 
and 486 computers. Our stereo cards let 
the gamer in you really go ape, with a 
built-in multi-speed adjustable joystick 
port that works smoothly on any PC. 


Don't add mono sound to your PC 
when you can have stereo. 

Ask for ATI, askifor STEREO#F/X and 
hear the difference. 
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STEREO#F/X 


Superior stereo sound, with multi-speed 
game port. MIDI port optional. 


VGASTEREO#F/X 


Same great stereo sound, with multi- 
speed game port and MIDI as standard 
equipment, plus ATI's award-winning 
VGAWONDER XL graphics - all ona 
single card. 


ATI TECHNOLOGIES INC., 
3761 Victoria Park Avenue, 
Scarborough, Ontario, 
Canada M1W 382 

Tel: (416) 756-0718 


TECHNOLOGIES INC. 


s and/or registered trademarks of their respective manufacturers. 


THE CASE OF THE 
CAUTIOUS CONDOR 


by Tiger Media 


When eccentric industrialist Bron- 
son Barnard suddenly dies of a heart 
attack, it upsets his carefully crafted 
stratagem to catch a killer. Barnard 
has invited 12 special people, one of 
whom is certainly the murderer of his 
illegitimate son, on the maiden trans- 
Atlantic flight of his revolutionary fly- 
ing boat Condor. With Barnard dead, 
however, it's up to his war buddy, 
private investigator Ned Peters, to 
carry through with the plan. 

The Case of the Cautious Con- 
dor challenges the gamer to assume 
the role of private eye Ned Peters. 
Peters must search rooms for clues, 
observe the other 11 guests, and 
piece together the information in his 
detective’s notebook to tag the mur- 
der in the brief time availiable. 

The interface is highly visual and 
exceptionally straight-forward. A 
quick skim of the brief rulebook is 
advisable, but most gamers will be 
abie to figure out the game essential- 
ly without any heip. 

The attractive and convenient lay- 
out of the main display shows a 
schematic of the Condor in the cen- 
ter of the screen, ringed by photos of 
each of the characters and several 
well-rendered icons. The gamer con- 
ducts the investigation by using the 
point-and-click play-mechanic to 
select people, locations, and activi- 
ties as needed. 

Clicking on one of the areas on the 
Condor’s floor plan causes Peters to 
go to that room and see whatever is 
happening there at the time. If a 
character's photo is in full color, he 
or she is in the same room as 
Peters, while a black and white snap- 
shot indicates that that person is 
elsewhere on the aircraft. 

When Peter clicks on the magnify- 
ing glass he can search the room in 
which he is currently situated. The 
search is more thorough when the 
room is empty, due to the need for 
discretion, so the sleuth must time 
his clue-hunts to get the best results. 


When the detective uncovers evi- 
dence, he muses aloud over its 
meaning for the player's benefit. The 
hero’s voice, like those of all the oth- 
er characters, is well acted as well as 
crystal-clear. 

A tremendous boost to playability 
is that the game enters the data 
Peters collects into the detective 
notebook. The gamer can consult 
this book at any time in the game 
and review ail the clues, pertinent 
and otherwise. 

The characters and situations are 
strictly stock, transplanted wholesale 
from a dozen generic drawng room 
mysteries. This doesn’t make the 
game less entertaining, but it does 
keep it from achieving the dramatic 
intensity writer Marty Foulger obvi- 
ously intended. 

The artwork is attractive, but it 
seems a bit flat and simple for muilti- 
media. Some rooms look like pages 
from a coloring book instead of real- 
istic scenes, and this detracts from 
the overall quality of the game. 

The Case of the Cautious Con- 
dor will certainly interest mystery 
fans and those who like strategy- 
adventures, but it’s a solid, rather 
than an exceptional, game. 

— Arie Katz 
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|] WANT MEGA PLAY! 


PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - 
THE ALL-SEGA GENESIS, MASTER SYSTEM AND GAME GEAR MAGAZINE! 
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ADDRESS 
CITY STATE LIP 
____ Payment enclosed __ Bill me 
Credit card orders: VISA —s— MC 
Card no. 
Expiration date 
Signature 


Please include $19.95 for your subscription and mail to: 
Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 


For faster Service, Call toll-free: 
Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 
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watched in dismay as their leader was 
taken. With his hated enemy finally 
within his grasp, the Sheriff wasted no 
time in sentencing the outlaw to hang. 
Just as the noble spirit was to be 
forced from his body, the long-awa 
Richard returned to mete out justice 
In the trial of his crimes that followed, 
Robin's good heart won him more allies 
than enemies, and also won his free- 
dom. Richards duty after the paré 
ing of Robin was the giving 0 
on's hand in wedlock, Thus di 
five with happiness forever a 
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here’s only one way to find 

out. Jump into Wing , 
Commander, the game series that 
defined interactive entertainment 
on the PC. You’re whisked to the 
front lines and left in the middle of 
an intergalactic brawl with a 3 
bunch of flea-bitten, battle-scarred |; 
felines from Kilrah. 
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And the cats are ready to rumble! 
You'll launch into more than 160 
dogfight-filled missions, first as a 
scared rookie pilot assigned to the 
carrier Tiger’s Claw, later as a com- 
bat-hardened veteran fighting to save his reputation. And you'd better be good, because 
the action intensifies, the opposition stiffens, and the stakes climb with each victory. 
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WING COMMANDER WING COMMANDER II 


Game of the Year: Game of the Year: 
Computer Gaming World and OMNI Magazine Video Game & Computer Entertainment 
Best Action Game of the Year: Best Sound Effects and Speech: 
Chicago Tribune, Game Players Computer Game Review 


Now available at your favorite software retailer 
on all popular MS-DOS formats — including CD-ROM! 


Call 


Wing Commander, Secret Missions, Special T 800 a 4939 
Operations, Vengeance of the Kilrathi and the f MC/VI SA 
distinctive ORIGIN logo are trademarks of or 

ORIGIN Systems, Inc. We Create Worlds is a 

registered trademark of ORIGIN Systems, Inc. O rde rs 
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a! 1 same of ratings and matchups” 
Thats wy _ Madden Football" II captures 
Re BIT? all the subtle nuances, all the 
personality of the game itself. 
You'd expect that with up to 8 
ratings per player, 35 players per 
—) team, 28 pro caliber teams, plus 
sume § = an All-Madden squad. 
samme What you might not expect 
is how far inside football you get. 
‘Strategy vis the name of the ga game I i Design Our OWN) plays. Or choose 
dominate the one-on-one matchups, you Il from Madden's new playbook 
a packed with over 80 offensive and 
100 defensive plays. Your game 
plan has to take into account every 
facet of the game: injuries, penal- 
ties, and, of course, the plan of 
the guy pacing the far sideline. 

The challenge to tackle is 
making the right call, the right one-on-one retains ee down. On ‘oth sides 
of the ball. Kind of like chess with shoulder pads. 

Of course, the action's brought to you by the highest rated sports network: EASN*" 
Providing stunning 3-D field perspectives. Instant replays. Stats at any time. 
L as And play-by-play analysis and help from Madden himself. 

4 Sete resent a ~—_—sit’s no wonder John Madden Football earned such positive ratings. 
cee Mag §—()/\/\/ for example, called the original “Computer Sports Game of the 
— ees = Year.” And this version's even more intense. 
— : Visit your local EA dealer or call (800) 245-4525 anytime to order. ¥ 
eee! §=Then see how you rate —— 
4 in Madden's league. ————— 
ELECTRONIC ARTS® 
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by Robin Antonic 


EASN delivers every dimension of porate i 
3-D field view and 256-color VGA support. 


Madden dissects the a action like a a eee 
with in-depth analysis on every play. 


CIRCLE #111 ON READER SERVICE CARD. 
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Available for IBM and compatibles for $49.95. Ad Lib? Tandy.* DAC__ aa us 
Sound Blaster,™ Covox Speech Thing™ supported. John <e 

Madden Football and EASN are trademarks of Electronic 
Arts. Ad Lib is a registered trademark of Ad Lib Inc. € 
Sound Blaster and CMS are trademarks of Creative 
Labs. Covox Speech Thing is a trademark of Covox Inc. 
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